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I irates!* They won c bring 
breakfast to your cabin or let 
you play shuffleboard on the 
promenade deck. But they will 
provide you with hours of ship- 
board entertainment when you 
take the helm of an authentic 17th Century pirate 
ship bound for fame and fortune on the Spanish Main. 

There’s never been an NES™ simulation this 
ruthless or realistic. Historically accurate pirate raids, 
spanning six time periods and four difficulty levels, 


challenge you to navigate 
through hundreds of land and 
sea battles. Where your worth as 
a captain will be determined by 
the fire in your cannons, the skill 
of your sword and the size of 
your treasure chest. 

Aye, matey. Pirates! is a Caribbean cruise 
that even the infamous tourist Bluebeard 
would find 
treacherous. 


NcgotiaK/iiT reosure 
TTUips and ihe fiand 
oj a heaudful maiden 


Duel /or reipect 
u'llfi .^u’Sifilnicltlmg 


tArougA enemy 
infested waters. 


Enter a tou-n 
^acefullyoT blow 
inojmilhereeru. 
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HegaHan 

toga 



Dr. Wily’s mosl challenging robot inasiers will l>c there 
when you pump up the Gamelioy. And knowing the 
maniac lie is, h^s probably concocted a new one or two. 
Can you survive the eight empires before you break 
into br. Wily's lab? Well, if | 
you've experienced MegaMan | 
before, you know it's no day 
at the beach . L^ut good reason 
to gel going on MegaMan in 
Dr. Wily’s Revenge. Now. 
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4 Letter from UieGamePros 
6 The Catting Edge 

Magic tricks of the trade - the Game Genie and the Game Action Replay 

8 S.W.A.T. (Secret Weapons and Tactics) 

Awesome 6ps and tactics from GamePios everywhere. 

34 ProChallenge Board 

Compare >oor scores with the pros. 



’’getSee 


f^ega Matt 4f 
Seepage 41. 


36 CasdevaniaW (Super Nintendo) 

38 CasUevania IV Super Tips 
and Strategies 
41 Mega Man 4 (Nintendo) 

43 Mega Man 4 Tips, Tactics, and Passwords! 

46 The Simpsons: Bart vs. the Space 
Mutants (Nintendo) 

47 The Simpsons: Bart vs, the Space Mutants, 
Tricks and Tips 

48 Batman (Genesis) 

50 Batman, Tricks and Tips 
52 Bonk’s Revenge (liirtmGrafx-1 6) 

54 Bonk’s Revenge, Tricks and Tips 

55 CasUevania a (Game Boy) 

56 CasUevania a. Tricks and Tips 

57 Sonic The Hedgehog (Master System) 

58 Sonic The Hedgehog, TMcks and Tips 

59 GameBusters 

In this issue /fte Pros shov/youhow to tieat Rial Fi^t for the Super 
Nintendo and Streets ofRs^ for the Geneses 

61 index 

A compfete Ssting ofaHthe greef games in this issue of SWAT. 
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ByneGamePros 

Everyone knows where to tun v/hen the going gets tough in tfier favorite video game: 
S.WAT, that^ Secret V\feapons and Tactics! S.WAT is THE source for all the strate- 
gies passwords, and power-u{K you owe. You can get S.WAI satisfaction from 
S.WAT. Magazine (you hold one in your hands), GAMEPRO Magazine, and now 
GAMEPRO the TV show (see page 7 for more details). 

This issue marks the fourth installment in the special S.WA.T piJiBcatior. series, a 
spirvoff mag from the editors of GAMEPRO. Right now It stands as a semi-regular, 
newsstand-only book, but we knor.v you tip mongers want more! We're ready to grant 
your wishes. But we need help. 

The only way we can deliver what you want is if you tell us! So send in your sug- 
gestions, corrments, questions, and requests, and we’il do our best. How frequently 
would ytxi like to see S.WAT. published? lAfou'd you be interested in subscribing to 
S.WAT? What additional d^artrrents can we add to the magazine? Which ones 
should be chof^sed aftogether? Lay it on folks, any advice is afpedated! 

Beginning this issue kjok for a brand-new feature called Game Busters. V'fe’ll re- 
veal the end setquences of some of tiie most challenging carts around and tell you 
hcrw to beat the final boss so you can see the ending for yourself. Rna) Rght and 
Streets of Rage are busied for your eyes only on page 59 and 60. And if ya' take the 
time to drop us a line, we’ll add a Mail section socri. Rus, don't forget to keep those 
tips and tactics pouring in! 

That ^X)ut does it for this lime araund but remember; each and every letter 
counts. Befow are rxir addresses, so whip out your pen, typewriter, or word processor, 
and get to it. 


rftSidS.W.A.r.aWmn'"^ , 

I Quesflo<"«'S"SS»''"* I 

1 Dear Editor i 


r 


Secret mapm; 

S.WA1 Magazine 
®®cret 

RO. Box 3329 
RedvTOd Oily, « 94064 



Graphics: Judges thie cart's Dix. animation, and arlisdc design: Sound: 5 = Turn up the volume! 

1 » Mc«e pollution. Gameplay: Rates hovr srroothly the game’s cooirrand interlace and conirotier 
functions trars'atfi into onscreen action ard fun; FunFaclot; Here’s Ihe bottom ine; Is II fun? 
Challenge; Rates tne compuler's smarts artd game skills, out renemtier a low rating here isn't 
neiressari.y bad ana vice versa. See Graphics. Sauno, Gameplay. and especially FunFactor. 
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W GanwM Hot lip 


‘j-^^^>mxiningrap 
for the GamePros! We 
YOU! 

"^ 9^ tip, tactic, pS^ 


•wT'i, Nintendo Tip 

^ oftteWee*' 

1 .Getsllthegie^ 

1 tjeforeyourtrionds! 

'| .sendyourscoresirtothe 

stratosphere! 

.Thearisrverstoyo^<'M'’- 
est gaming pro*"’®' 


‘^O'tf or strategy. 


Ty. * Subscr/ptio" 

S'f i| offer 

» Get your 0*^0 sub- 
1 . Z, Hip ttl Video 

ccripftontotneff' 

1 Game Magazine. 

Xe^super-Wm^nth- 

.special offerWHottne 

^rs- only 
.68%offther^tef 

$24.95 cover price. 
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'brity Game ] 

wofeogsHTes too/ J.Q 5 
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' Our callers 
'^fthegamir, 
yffo can harxJie! 


frrahr-te 


MosterSystr 

'Updated 


SameBi 


Genesis, 


rBoai^ 


TurbO' 


te/77 g$mesf 


w^ldyl 


$1.75 for the first minute, 90C for each minute thereafter. 

Be sure to gel your parents’ permission to use the Hotline if you are under IS years of age. Messages subject to change without notice. 






box. Then «hc Fun begins! The majoriiy 
of NES acUon, aclveniurc. an<l role-play 
tides are lislctl, wilh around a dozen 
codes for each (more For megahils like 


5enw Wtflpoji.'* wid 1acCic.s me gjwtt, 
flow «]wi« (f grt<fgci or (wo (]?«( Oiii /rol- 
fy, we niecin Kf-AJJ.T your .leoivs 
flimugJi die mop frisictid oj ju.st a .single 
code or posswoitJ, you ge( i( oil >vfili iwci 
nf\v woiu/ir-gi^ntos /?o(/i Jor fhe .N'fiS. 
(?|jcefe oui (Jic Ciame Caiie and tlic 
GomcAcdon Repitiv- 


S 

BySlasherQuan 

How many limes ha\'c you wanted to 
linker will) a lough tide and change the 
games iiaramelcrs, such as the number 
of lives, jumping height, and strength 
of the wesipon arsenal? Well now' you 
am! Game Genie, a conlnwetsial ^ci- 
gel from ihe game husters at Code 
Masieis in the U.K.. l\as finally made it 
past Nintendo’s legal blocltade and on- 
to U.S. sioa* shelves. 

Game Genie first appeared in 
Canada where ii is distributed by 
Camerica. .“Vrier monlks of arduous liti- 
gation the Genie is now available in 
America from Cialoob. Once you scope 
out the Gcnick truly awe-inspiring ca- 
pabilities you’ll undersuind why die big 
N was so uptight alxiut the product. 

For slatlers, (laine Genic is capa- 
ble of leinporarily altering any NES 
video game in almost every way imag- 
inable. Want unlimited lives? Extra 
ammunition? Moiido money? Genie 
knows cheating. 

To unleash the Genic’s electronic 
magic, lit an NES carl into one end of 
the liny unit and dicn slide the whole 
contraption into your deck. A screen 
appears that enables you lo enter three 
wishes, or coiles, which you look up in 
a spccml inatuia! included riglii in the 


Mario). T)'piaiLy you'L get ‘‘cheats" like 
super power or extra lives, but some of 
the codes create f;ir-oul original effects, 
like the one that makes Mega Man 
walk backwards! 

Game Genie isn’t the ultimate 
curc-all for every video [>roblcm. .Some- 
times you’ll Income ‘uappeer in a sec- 
tion of a game because of an died you 
entered. Sometimes the codes Ju.si 
aren't very' lidpfiil. And a few games, 
cspcciiilly sjtons carts, aren’t lisuxl at all. 
Creating your own codes is only slight- 
ly tougher than discovering one of 
tlio-sc secret icn-bmton stage selects, 
and you have lo pay lor a subscription 
lo m’w-n*lrase upclale InHiklets. 

Oespiie the occasional nasty' side 
effect or lack of a desiretl rotie, ihe bot- 
tom line is dial the Game Genic can 
pul some spice lack in your gameplay- 
ing life, whether you’re skywalking in 
Super Mario 3 or packing a better 
punch in Baliloioads. Game Genic 
CO.SIS S49.99. Will Genies be released 
for Genesis, Super 
other sy'.sicins? 
nothing's definite. Yet 


play. Now you have slow tnolion and 
llie ability to .save five different game lo- 
Giiions at your fingertips. 

This handy little device is the stime 
size as an NES cart You slip it onto the 
can’s business end, and then slide the 
mated units into the NES, Thai’s it. 
Now; you have live memory locations 
and up to four slow motion speeds. If 
you’re a player who likes to tackle sev- 
eral carts at a lime, here you go. 

Once you plug in a game, there arc 
two basic ways lo 0 |)eratc Game Action 
Replay Press Select, A, and B simulta- 
neously lo activate an almost fnime-by'- 
fratne, sloooooow slow slo mo. Hit the 
same combo a second lime lo pick up 
the pace to slow sb mo. Hit that com- 
bo again to switch off slo mo. To save a 


A comapny called STD Entertainment 
just put a little more contr«il in y<uir 
controller wilh the Game Action Re- 


position in a game, pnxs Select and A 
simultaneously. Press Select and B si- 
multaneously anytime to return imme- 
diately to that point in die g^me. 

The Game Action Re|day lias more 
tricks up its sleeve. A six-year lidiium 
battery enables you lo .save game loca- 
tioas in memory longer than anyone 
forget you can save 
more than one carl.) 
You can also display an onscreen menu, 
wfiere you sluifflc ilirough the memory 
locations. A memory' scan feature dis- 
jilays a single screen snapshot ol the 
saved loiaiion. There’s also a menu for 
different slow motion speeds, and you 
can reconfigure the button combo that 
activates slo mo, too. 

Tlic Game Action Replay should 
lx; saving lives everywhere by the time 
you read this article. Expect to pay 
something around $59.99. 





Yes, it's true ProGameis! Your number one video game 
magazine has hit U}e airwaves 'Mth a we^ TV show that 
bla^offwHha power-house lineup of top reviews, 
strategies, Ups, and passwords like you finding pages of 
GamePro! The show is fast-paced and jammed a// your 

favorite features such as Hot at the Arcades, Pro-Reviews, 

S. W.A. T.,A^ the Pro’s, Viewer Tips, and much more/ 

starring J.D Roth! 

J.D. Roth and Brennan Howard will be your hosts as th^ 
Merally "step inside" each game to bring you the most in- 
d^th rewews, news and tmdcs alive! 


G/VvIEPRO is arong Saturdays and Sundays across the 
country! Check the lisring fora TV station near you. 

Tl^, get ready forthe best video garrie action tNs 
season-delivered hot to ^rkving room from GAMEPRO! 


GameProT^ 

WMtini 


AbingSatimlay and Sunday at a station Near You! 
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Solar Jebnan (Hintemla) 

Suoerl’assmrd 

To begin at Fwa 14 15 N'PP°" 

Ships. $799,993, a Super Mapm K 
vice, Shields, and Boostere try the -r*- 
towing oassv/oid: 

ZHH7.QQQQNNNN 


Power Blade (mmentto) 

Passvmds! 


Xexyz (NliOemh) 

f^sswon/s! 

772FB B469B 
S8E8B 11F91 
361B7C9185 
795SE BlClli 
696B3 BA491 
C964647D1L' 
5F5A4 90D9B 
07A508D614 
OCI301 5E88F 
C519D 33814 


(NurtenOo) 
I Nine Men! 


7- 2 217B1 5719B 

8- 1 0A21D2U814 

&-1 6FD8D C660A 

9- 2 6F76932C0A 

9- 3 99363 B4585 

10- T 482F8B9A1E 

11- 1 34D30 26EOA 

12- 1 CA249 BDD85 

12-2 568A8 E2D8S 

12-3 DF44EOBBOO 
Bonus A2A4A6A8A0 
Bonus BBA 13 57912 

Oan Higgins, Lagrangevflie, NY 


Stage 2 - B2712209 
I Stage 3 - G37R4JD2 
I Stage 4 - 6843D12F 

I stage b-IB)39FK4 

1 Stage6-]BKGUBK 

1 Stage 7 (Last Stage) -77KD10G) 

\ 7iHmieM.Tnie,WestChazy,lff 


To pby a one-player with rwie men 
tO' the follow^ trick: Choose a tw(«tay- 
^ game and let one character gel killed 
Now, wa'i until all cf the tves from the 
other Characters decrease. At the test Itfe i 

hold down both Buttons A and 8 and the 
first character reappears with more lives! 
^9l>art Sayers, Barbados, West Mies 


Splatterftouse 
(JtirtioGrafX’16) 
j 5ountf Test 

To check out the sounds of Spljter- 

1 house try this trick. During the title 

screen, when the rain is faffing, press 

I Run and Wen press Select ti«etirnes, 

Next «ess Button U'hilesimultane- 

I ously holding down lower Left on We 
1 direioniJ pad. NexI, h» 

1 ton again and yaJ'renlotlie Sound 

Soda. IBa Left and 

diiacSonalpadtosd^rnusic.To9att 

I hit Button 1. 

I eric, New Haven, CT 


1 Dr. Klaiio (Nintendo) 

] Pick Your PIcIwes 

I HWB aiB soma pdures in Dr. Mario that 

] only get by passing certar tevel 

j oombWatiOf^. For example, if you 

i thought you'd never see the day when 

J pigs fly, check out #5. To get the pictures 

n pass the particular level combWaldn. 

I Tne next screen that appears is three 
J Viiuses sitting on a tree with the w-ords 

■ "Congratuiat cnsfevref. and speed.” 


Dent press Stert or the screen dfeap- 
P^. Wait a white, and the picture Ifeted 
win fly over the tree! 


Smith, Westmlnstef, CA 


Speed 

Picture 

Med 

Book 

Med 

Chicken 

Med 

Speay Paint 

Hi 

TuiDe 

Hi 

Pig 

Hi 

Witch 



stage Select 

To pi(J any of the stages, except Stage 
I 6. try the following trick: On Conholter 2 
^ Jwn Up, Left, and Button A and 
ihen h(t Start on CoiitioHef 1. The words 
•Round r appear. Just use the diiec- 
I’cna! pad to pick your stage. 

Xongpheng “Or. rtfen/" 
feffttaKoposa, 7y 


Tochec*Ml)KCcnfK|,,Bta 

I 2|f«l«holddoiwa;yt,j, 
^ Rmianber lo ^Jeas 

J^MonlfKsecwdKx,* 

^ ™*“«*>tey<>uloclioas 

^1^ Of your game, listen to ft 


Solar Jetman (Nintendo) 
Planet Codes With Three 
or More Men 

Check out these planet codes. You’ll 


always start with three or more men! 
Planet 2; KLBPBNBBMKGB 
Planets; KBB D1>L HBR XHB 
Planet 4; KQBDGGDBXVHB 
Planets: KHDZLGDBGBUB 

KLD GBB DBM KHB 
KQD BQQ I.BRVHB 
KGDTlfN BBX WHB 
HBG IMP LBG KHB 
KDG NNN KBM QHB 
KQG XPM QBR DHB 
HHGLDG BBX WHB 
KGHWGG BBGDHB 
Uichard Alarie & Kevin TUson, 

S. Woodstock, CT 


California Games (lynx) 


Planets; 
Ptanel7; 
Planet 8; 
Planet 9: 
Placet 10: 
Ranei 11: 
Planet 12: 


WanlorofGomeiGeaeslsi 

passmrds! 


saaeZ untPOZNGW 
1^3; NXDS55)SW 
£5* 0510JZSRB 
To see the ending mode. 

grfbdwvnnb 

Carlo mzon.Panvanga,Pim 


^D39N5XF 
BV9J0VD87 
3N2V9GSX5 
SXaiHdCZS 
NN2V2R5X9 
X58H80266 
“mat Quest 
3R69N5XGG 
DG2J9N5X1 
3C2B9N0XI- 
NR8VN5GG6 
VH959V38C 
13HJ59VD87 


Mis^ 5: 


KMan/JUarida 
Kevin Titson 
S-Woods^CT 




Mantis 


Casflwanfa/0(wnf«i<to) 

I (e®nl sprit as vcupa^ 

'~ HELP_ME J 


Tenl/fenatidAlueanl 


TenMenandOnmt 


TenMenaadSyta 


Oougias Thiwna/i, Aftwrta, Canada 


Super Mario (Nintendo) 
The Classic Flagpole Hid 


1 You can control the number of firewr^ ex- 

I plosions you get allhe end of 
\ When you reach the flagpole, watch the 
time. If the right-hand digit m the trme b a 
9 six vfnsn you jump, you’ll get s« firewoiit 
I explosions, If the right-hand dij is a three, 
3 you'H get throe expJoskm Fmaly. if 
I ri^-hand digit is a one. you’ll just get one 

I explo^- 


sgw»'-'/2f 


Here are passawds for eadi week o( Ihs 

season for the Los Angetes Assassins- 
"W, 2: 6DBB BBLV BFn' 

v,feek3: eVBBBBXXBn’V 
''»SkA: bXBBBTVJBFJX 

"^5: 6IBB BBNV BFMX 

^^6: 6LBBB70XBF4X 

2 6KBB B7IV BFVX 
8: 6MBB 6BOX BFCX 

t^fee* 9: 60BE B8CI BFn 

WrektO: SFBBBLVtBFOX 
"^11: BCBBBU5IFMI 
W»kl2: 67BBBSKIBF«X 
I ^k 13; BtBB B5GS IFDI 
V«rek14: BRBBBSOSmi 
"feeklB: 6TBBBSrsn-7I 
W*»k16: 6SBBB5PSH7I 
Fee Pkiyoffs and $999,900: 

Houxll: 6ZBB BSPS M 
Bern) 2 : eDBBBSPSTFGX 
Bound 3: SUBEBSPSIFLI 
Fhe Cyber Bend and $999,900; 

65BB B5FS IFGX 


Some tricks Of the 
HylieriiaHIrcile 

On otfaiK ren the fotang four niav 
for easy scores: 

F Ante Grind; To score puck -IDS thn 

to the teft wide receiver. 

2. Sunday Ride: For quick yardage to 
cross the 50 yard line throw to the left 
homing back, 

3- 2g-Zag; For quick yandage or fcr 
10 yad line throw to 
uie teft Oinning back. 

< &icide: To score eixtra points after 
TDs or for scoring inside the 10 yard lin 
throw to the left running back. 

On defense, to stop the ccmpuler 
wfh negatfve yaitJage and tots of safetie 
ron this defensive play: 

1. Prevent For the sack, bite your 
friebacker around the left side of the of- 
fensive line. 

2 B4 Delenss: Uto, fte compuar is 
insde of your to yani line, blitz your 
imebacker around either side. Be sure to 
ijse your paverbooster to get to the OB. 

To score on kick returns, run be- 
tween the two men on the right and then 
oin up the sidelTO. If you do this correct- 
ly. you U score every time. 

■James R. Geiger, Fort Worth, 7X 



^ of t-U/a! 


SiHeAnnsfnirboGi 


Power Golf cmmoGrafx- 


Asit Rahman, 


lUcky flick (mmoGraix-ie) 


To ^ay in black and white do the follow 


I ^ Up, and then piess Run. 

t,NJ 


ne Simpsons (Hintemlo) 
Sound Test 


. 60 Extra Levels 

Trv out a second set of 60 puz^, 

more difficutt than the first 60, by enter- 
ing the password: MILKY WAY 

After you’ve entered the password 

the screen will say “ERROR." Hrt Button 

H twice and a special menu screen ap- 
pears. Now you can pick any of 
characters on any level in the second 
stage for a total of 60 new levels! 


To check out the 

sons fite a rocket at the E 
E-Matt sign. This puts you into the 

Sound Test mode! 

B„M,Shaa,haasay,miahnnih,P» 


lnRound4ofPhelios>oucansnagbts 

Of 1-Ups when you fight the boss An- 
ta^^Just move to the far right hand 

®^o1ffie screen where Antaeus’ fire 
I J=a"^j^youandstaythere.Rrerapid- 
destroy the hands that come out 

of frie fire. You’ll accumulate tons of 
points and about one 1 -Up per minute! 

I flfirtc* MatOson, Carpinteria, CA 


I zartor Mercenary (Lynx) 


Ptey as a Left Handed Golfer 

To play as a handed goffer hold 
Down while pressing Button I to select 
a player! 

Mm/Ubanese, Lynditurst, HJ 


I Fall nmer^lps! 

To get a folly powered ship tiv the fol- 
lowing trick: At the beginning of the 

qame select XQ49. On the third level, 
Sxxid boss, let him kill you once and 
then mat the level. At the shop 

I one of these items; power Shot, side 

shooters, back shooters, auto fire, super 

shields, or lasers. You’ll have everything 
I maxed out except mega bombs and 

lives, but you can use the rest of your 

I Zartiits on ’em. 

Doug Bishop, Ontario, Canada 


Open the Exn 

To open the Exit on any level before you 
finish, press the C button and Left on 
the directional pad simultaneously then 

hit the Start button, at the title screen 
When you wish to open the Exit 

press A. B. and C together, and rotate 
the directional pad. The Exit will open 

aJIovwng you to leave the mission. ’ 



Knight Rider (Rintemlo) 

StageSelecI 


2. grab a t»a bill and whack (he 

Bids ow and car While 
«ing of the scraen. After a while 
f ™ l-Ups! Move on to 

' ^ '®vel with torts of lives! 
f'^f9r^,/dafio Falls, m 


smutta- 


le in KnigW Rider 

fn Buttons ^ B. and 

press Reset. When 

Itesion or Drive and then 
/n to select any level. 

V/alntanak), HI 


ne Legend of Zelda 

(MinteiMlo) 

liWe Easier 


To choose your level piBs 
times during the Be sciB 

Up. Up, Down, Down, Uc 
B, and Button A on Contr 
Ihetrte screen, 

^"^llaimm,H3pa,CT 


Make me 0 


Low e Man (Nintendo) 

Passmnl 


ro save time in Zi™ “ , ^ ^ave 

^ and you can easily dodge , 


'^^“•ogetanAraaSele 
^ Bullets, and a Gun; 
0810-7830-3251.2 

eraa of the spaces blank and 
tod Down to select your level. 

'i Boom, Baiesiritte, AZ 


Use the password SHC 
99 Lives, Boomerangs, 
balls, and Bombs. 

\/lctorBame)f, Pleasant 


JACKIE chan's 




1 BatOetoads (Nintendo) 
I Begin with Five IPads 


! (Hm^ndo) 


feW.Vtm ■•'■‘■•'ll 


1 To begin — 

multaneousV press down Bum A ^ 

1 B during the title screen and then hit Start. 

jaa* Kanso, *™ 


I lenelSelect 









(ffMeado) 


I ‘J*«»secodBstoplay 
Level la nxG bi.cE 

[^'5: LGDaDBBg 
WaviBK 
^ 25 : RXShKKCB 
Le»el30: IJBVEGCe 


Tohearallofsilinotirsa 

Start duiing tin tjie 


fiiMe Cubicle (Klntendo) 
<Maal Awearance by Km m 


ga urtmed lives in this tough title dl 
Thundedbrce II into your Genesis and g^ 
Level 

D « *ve men 
Pull the Thundcrtoioe cart out of your 
^ese without turning olf the power 


Remember Puffing 


„ anycartoutof 
your system when the power is 
on can permanently damage your 
game unit Perform this trick at 
your ovm risk! 


Ihe game wait for the title 

pear and then press Butte 

ttdler 2 until Wd Niki, the ' 

^TOWSUp! 

H. Rodriguez, B Paro, TX 


.Slot* 


Sonic The Hedgehog 

(Benesisl 

Make Tiiimefe at Baad ends 


LCBB 


^t^/hen khfcnia 


More Pictures 


Picture 


Speed 


Level 


Raton 


Boca 


Stephen Krogman 


BPam, TX 






Wars (Came Soy) 


Penguin 

Stans Selact 

1 oresB Button ^ A tiumbeiap^ 

srpS'ur— c, 

I vour round. 


Austin Hunt, 


Hard Drivin’ (Genesis; 

1 ahead. You II p^ p^^^on, 

I and find you®* battling them 

I on the speed track. 

I Jurntmael nature 

■ CuaOe*e)®ta> 


SeaetWarp 


t (niiilemto) 


*° ™' “"“"ees 

Sun^ ■'°™ey to 

aus. ^„„gte title screen ptZi- 

ton B 33 times and then hit Start. 


Sonic the He^ehog 

I (Genesis) 


LevelSeiect 

To pbk any level in Sonic just try the 
foltawing pad tnck; Hit Up, Down Left, 
^ Right during the title screen, ff you 
do this correctly you’ll hear a bell Next 

y 1 hold down Button A and press Start. ' 

r I You’re ready to pick your level. 

HomHams, CostaMesa, CA 


Fall of Hw Foot Clan 

' (Game Boy) 


I Dunng the first area of James Pond 

I Lobster Cages until you reach 

the Ext Open the Exit and then ratum 
all the way to the left. Just before the 
wd press Down - you'll warp to Stage 
® Go up to the top of the screen to a 
small underwater ridge and press Down 

you II warp to Stage 11. 

I auck, BnnsvMi, flff 


I invisBt/e TlirOe 

I During the title screen hold down A, B 
I ^d Select, and then press Start Durlrlg 
] the configuration mode screen continue 
I to hold down all four buttons. Continue 
to hold dovwi A, B, and Select, and then 

I Pross Start on Stage 2. In Stage 2 go to 

the second bonus stage arfo make sure 
have only one energy. White you’re 

j reset the game by pressing A, 

J B, Select, and Start. During the title 
screen again, press A B, and Select, 

I and press Start. During the configuratbn 
mode screen continue to hold A B, and 
I Select, Choose Leonardo. When the 
I Kteen says “Stage 1’’ press A, B, and 

Right on your control pad until the 

I SCT^ comes on. Now you’re “invisi- 

J P'S' "To stay invisible do not enter any 

I bonus stages. 

I DavUdeBeauvemet, Bellems^ NY 


(Game Gear) 


the bonus round 

W,bessnwitbthenuraW^ 

you'll come to a snal m S ^ | 

^ ^ *xoro the banana vias. 

*^"Jvou want toteave the 

bonus round. 


Psychic World (Came Gear) 


Level Select and Sound T 

I Tryout level and hear P^o 

Woildb sounds simultaneously hdd 

“n baft and up and Button 

2 during the title scraen, and then push 


Start. 

MiMc£nme,fimona,m 


1 HmvloBeatAshiaa 

Thae is an easy way to beat Ashuta, 

the final boss in Shadow Blastere 

J When you reach Ashuta just start spin- 
I ning in aretes and blast him when you 
J get the chance. You’ll take some hits 
» but if your ship is high you’ll blow 
j Ashura away in no time at all. 

I Goldstein, Shiiimgton, PA 






5®^'^ Championj 
CMOPE 


Super Mark) Brothers 

lOEOIO - Mario is invincible. 


i's. Canada- BF( 
•ranee; Oadbr 


SEPCtG- Head for tneTirsu'iuoni 

land wait until you see wh. 

happens. 

MPPPP - Swaps the music between 
ferent levels. 

STAFTO - No music, just sounds. 

STAEXZ&GAAGGA-Bn.W»» 
game to life in unusual waysl 

SIIPKK, SFEPNG, SPPOG, SPPPN 
PIPOIS, SIPFNG, PGAPGG ^ 

of these codes to check out hidden 

v/ortds in Mario. 


Super Mario 3: 


block it t3®- 


SEIING - When Mario hits a 
comes nighttime. 

[VYIVY - Extremely rapid Goombas. 
SUEISA - Mario is invincible, and act 
ty thrives on enemies. 

ATAPIX - A continue code that ei« 

you to begin at the beginning of whd 

^woitd you died on automatically. 

I STAGED SSrEPNV- Makes the g 

extra difficult. 


turns to 


OEPZXZ - Everything you touch 







I BoxyBoy (ihMioGratx-lB) 


I "»mse: uat 
! 'Ilusion (Game Bear) 

I Secret Treasures 

I . ^ treasutB chests in 

I *®lW<JmlefNiand comer of the 

I 0 " the right 

I the right side S 

I IheS " ™*°"' ■'‘we treason. 

I *^tippearjustat)o»earKitothe 

I "t"" ft® « two chests. Quickly 

J Wento them. They™, break ^ 

I will appear bothl^ 

I 2,000 points each. 

I limyZubia, Oxnanl, CA 


I f^SSWWttl 

i J reach Level 250 , the final level use 
I *'® “<te: MICKY. Thfe enables you 

I to play all of the stages prior to this 

I Stage too. 

I ^t^wZen^, Las Vegas, NV 


fusion (0“”^^' 

JecretW® ,.,„„ahidclenieon'i" 

[here's an exM .j.^ ■( enter 

iexd4otM«*2*^»co«ee 
jrecotfee cup ^'j^j,ree rotating 

CUP and iump .uq danc- 

tg Letter A. Climb a room 

,t the screen unh'y g„b a barret' 

,eth two bug® “ growing 'be ba'™' 

Kill the bugs by beappearS' but 

te button. ■W‘';^a^mb up the 

oucanusethebW 

aribef on there's an- ■ 

You’ll enter a me bug by 1 

^bugtotbe"9»«^totherigbt 

iumptng a seconti dancing Letter 

in« yob keep g^bS ,ae 

k. Pass the Lette onip " <b® 

^ht.Yrro'lioW^'f^^h^eoutof 
,loottbatloote»*y enough lot 

Ulickey to t« rtb hat »key 

do'wn on his ^ ^ gecrel 

'^yZUh^l.^ 


Bombennan 

(TlirfioGraf*-)®) 

Passwords! 

y.y BXVBNEILA 

y_2 UUOWMNEE 

UKFLHLVG 

RURHLPFN 
UOBZIMEU 
MXFEOLVH 
MXfEOGAH 
UXVKHEVH 
UCBZVPEU 
UKRZSGVG 



UBCZTEW 
UAKKVORA 
UBHZVOSV 
UUVKWBRA 
RXVHTTHH 
qWKKOVST 
RBCB|HEH 

mgcceevn 

mchnimct 

EAHNQHZC 

MBNNJHZK 

maccimvn 

UCCHGPEP 
MXVCNNUH 
, ruNANMPS 
; ROCCNNZV 

4 mchnqprt 

5 rAHNQQW 

.6 MAECIPET 

rKOCNWVE 


4.8 RUWAIWNU 

5.4 UCBHLHPU 

5_2 UCFHEHPN 

5.3 RUNNEJEL 

54 RUHNGSEY 

5.5 UBZHEGAT 

5.0 RWANPryg* 

5.7 RBECPEVE 

0.8 MWECWVTS 

g.y RBBCJEVE 

g_2 UBWZBMHK 

03 RCRBQPEL 

54 mkhamqvh 

8_5 UOOZNQTA 

06 UOYZNQTE 

07 MXCEMVCA 

08 UOOZNSTZ 

74 UOOZMIPA 

7_2 RWGYJNVG 

7.3 MACEWGYP 

74 RCKBJNEV 

7.5 UKOZIJAG 

y_Q ROWBGIEG 

7.7 RUEYGQEE 

7- 8 RBFBHNVG 

04 UCEOTEING 

8- 2 MXEEPHKH 

8-3 MAXEGISN 

04 MORAPBNF 

05 MWOEGSRK 

845 MXZEFTGK 

07 MBKAGERK 

08 UXAFSOKH 

Paul Bllot Mam™* 


7 


*’rd 





SCATIHi«te"*>l 


different 


UMd 1-2 of Fantasia there's a 1-Up 
reJmtbiesyoutomaxupvont 

a„,eaptoapialtonn»^V~'^S^^ 

JSHSr- 

you've coilected nine men. 


eess Tomato 

id King*"" 


*»gln your game 


witMJlires 
on Controller 1 a/ 
on Controller 2 . 


^otdstobeginon 

softhegame- 

GVSNFIO 

VVTB3zirr®® 

bSmsvtvvv^ 





TochecKoutQc«ate 

(onA,ButtonB,Setecl 

te title scraen- 

, Brian Ma'Se*^'™ 


Cefibihon - Defender 

of Rome (Geoesis) 


Here are codes tof this diflicult game, 

I along with the responses you should gwe 
1 to the ambassadois when you're negoti- 
1 atingwth other countries to alliances. 

U« s- S” s“ 

lUSKilo Wtiim I** 

(2) Dalmatia T[ibii™ Catary N,A 

I (3) GermsTB Legatus Catralry N, , , 

(4) Gaul General Cavd'V N,FR,F,A 

j (5)Hepania Genera! Cavalry FN.A 

(6) Ttirada Consul Consular FRA 

(7) Macebon0 Consul Consular FRA 

(8) Afmenia Consu'^ 

(9) Mesop. Proconsul Consular FRA 

1 (lO)Araba Proconsul Consu^r FM 

miAegypius f^oConsul Consular m. FR, A 

I (Cleopatra Seduction: W, G, AC) 

(IZIllautei™ Ptiflreiil Coi»Si 


Note' For al of these answer •Low" 

when asked what tribute you require. 

Mare Befieihi, IBS 


To fight «enom on the Srst level, select 
"Nightmare" and crawl through the 

crates, just alter the attacking German 

Shepherd. Proceed to your right to battle 
Vfenom near the forkB. 

nelhiea Pea, Quebec, Canaria 


mi^mi (Game Boy) 
1 Tons of BuMiles 


i |ieQend:F = Forini;FR = FrBndVN = ^.A = OT^^ 

I AlHance: W = Warm; G = Gentle; AC = Aospt) 




To earn a lot of bubbles go to the first 

I tree stump in the first stage. Cont™^ 
I shoot at the tree stump. Bubbles should 

1 come out after each shot. 

] Robert Jugo,Uis Vegas, HV 


Nowwatpi 

I To warp from lAfarld 1-1 to lAbtld 7- 
1 in Psycho Fox, keep on the top part of 
the level until you reach a floating island 
with water in the middte. Run across and 
lump to the ledge above it. Go to the 
nght edge and throw Birdfly. He should 
tun into an invisible warp entrance. Keep 
on throwing Birdfly until J’s broken all the 
way. Then jump in and go down the first 
pot, You’D warp to Vtold 7-1. 

Oanlet Benton, ButverOe, TX 


Spider^Man (Getw^) 
BaWe Venom 



=5" use Ihfe trick one taper game 

STtoT ^ '° ™'™"' S' 
M to Pause game. Now pmss 
sn A, Sutton B, Select, Button A 

Mon A Button B, Se- 

Mon A Button a, Select, Button 
Button A Button B 
Button A In addition to 

^ ^ damage on your Sub. this 

aJw equips you with 99 Torpedoes I 
=uite.99KMS,and99sec^' 


Of Silent Drive. 

O^OeMatHni, 


r SaWetoads (Hintemlo) 


H/^/p Zones.' 

Hop rigW on up and get ready to waip 'B 
higher levels with these toad-ally cod tncks. 


oo‘»ooo 

ODOOOO 1 
, 00730 1 


S' '* ' ^ 


■ \ .t' 





'fei 



' '^c-mania (Nmtendoj 


eac-lMsj, into a ghost. 


bike course, smash your bike irrto the 
tenth wall. Youll warp to Level Five. 


I Level One to Level -ntree: The first warp 

zone is located in Level One, iust aftd 
your first encounter with the Psyko Pigs. 

Smash the pig on the left first and thm 

tun and bash the Bg on the right With a 

head-butt. Keep on running to the nght 
and if you’re guick enough you'll M a 
flash of white light appear on the ledge 
1 above yoo. Jump into the fight before it 
disappears and you’ll warp toLevelThiee. 


Level Four to Level Sire Near the end of 

Level Four you'll come to several “"9 
platforms. Jump up and down on the f irS 
platfotm. It will seem to fall, but then sud- 
denly take you to the top of the screen. 
When the warp fight appears jump into it 
to zap to Level Sx. 


?§gS§8 »0C'<.x> ^ 

OPTO S99899 I 

: 


r ' ' ; ; ; 

r r ' r r 

k~' 

■ ' ' rwVivifrl 



Mania 

AGESOP - Vou only have one life and 


I ""dtor Rea October 

(flinlenao) 

I Pow»-yp Yow^Ot 


al Three to Level Five: This one’s 
/! When you reach the tiffri speeder 


Level Six to Uvel Eight To warp to Lev- 
el Eight climb the first snake frt has red 
and orange stripes) in the second snake 
section. Run to the right off the snake and 
you’ll land on a platfonn where a waip 
light appears. 

Ryan Maacey, Syraois^ W 


VaHs III (HtrtmGt^-16) 


Level Seleci 

To pick your level in Valis III hold down 
buttons A B, C, Up, and Start simulta- 
neously during the title screen. The 
screen will display a map ^ea. Use Up 
and Down on your control pad to select 
your level. Hit Start to go to that level. 
Joseph Ferari, NashviHe, 7W 




Bonk’s Revenge 

ffurtoBrsfX'ie) 


Secret Warp! 


Mansion (Nintemlo) 


“Srnitey Paces 
monster train 


Collect 50 or rm 
Princess Zawl' 

, \NorW'. 

[ steshfifOua" 


Blow Up the Mansion 


a room full of spec^ bonus 

right unS 

i^htesp,kes.U»jyourUght- 

™toabunchof1-Ups,andthen 
’*''**«' Wow the pow-uT 


UWe Hiige BteR’ete 

(Hiiileiiili)) 

SuiierPa^vmrds 

Use this passworci to begin at Level 34 
with all sorts of special 
44*GXX*AKX54 2LFCB+JWRAR2GS 
I AN5Y6W5YHRX 

Take OP King Gulp at Level 50 with this 


what you need to do to send the 

xiskyhighatthebeginnTOrffe 

Walk into the mansion and go up 

aire and thiough the steel secunty 

ybull notice that the vdlpajwB" 
,Gotott«l»thathptotheWoftoe 

and look for the keyH'SeW ^ 
ad.- A number screen 

sounds for a minute. Soon the 


Check it oU! 


expand your op- 
toff Mode. When the o[A 

select Plai^htaJe 

,"^P®e»drtlpositibn. 
i^ler You'll nohbe 
"®tchups change. Each 
"If' '^P'ssents a new piav- 

;S^P'e.SanFmncls- 
with Chicago, etc. Select 

, >too want, and then push 
'itou reach a team naim!^ , 
et Right to select which 


lions in the Play, 
trian screen appe 
"''lEW displays i 
Rress Up on the 
ihaf the team mp 

ruatchup change 


AKTPQQ HNDPPX 7AHPPB 

7FANKA7NFNBAZLPKABSQQ 

«m» meer, Ontarfo, Cmada 





Oreat Game 

Here are some strange passwora 
Devil’s Crush: 

THEDEVILSI; This gives you ov 
145,000,000 points and 70 balls. 


ONECRUSHME: This gives you over 
594,000,000 and 27 balis. 


the game VDu’l) sep a rtiorj . 

says Level 1 P^'iT 


Bases loaded 

WWWSeriraW 

Use these codes to 

iS:V-SS 

i three 'Nit^^ 


THECRUSHEL: This 
the end ot the game 
points. 


£Li- a,' 

oo it3'aSa‘s3 
oo loo'aoat! »»» 
■ fjQ ..ij£;'£?Sa<7' 

"60 laao'S'oo 


^icTheHi 


^ic The Hedgehog 
(Gaiesis) 


Debug Mode 


BallstoaSp3 


Richard Gngory, 


To reach a Debug Mode that enables you 
to pull some strange tricks with your 

game wait for the title screen to appear 

and then press Up, Button C, Down, But- 
c. Left, Button C, Right, and Button 
C on Controller 1. Next, simultaneously 
press Start and Button A until your game 
^ins. Now press Button B to enter the 
Debug Mode. Use Button A to select ob- 

iects, and Button C to place them. 


Devil’s Crush fHirboGrafx-lB) 
More Passwords for this 



Hoot tor Bed October 

(Hinbmlo) 


Skip lewis 


Batman (Belief) 


Oree in each game 
,hcktoskiptothe^rt^<J_^ 
Pause the game and then pi^ 
A, BuOonB, select, RigW.^ 

Right. Select, Button B,B^on I 

B two times, and Button ^ 

n:m,DemrtM,IMeslo,CA 


.atiickvoucanusetobeatSinbab 

« of the Mime S^). 

go to the left of the semen trt 

that Batman IS facing 

;„“VtehSinbadCrusWstar^o- 

al you iumpouet him and punt* 

^ bihind. He'll flip over yon 

,„at you again. Jumpoy^W 

I then punch him tom behrt Keep 

iii^fcpmcedureunSIhed^. 


Hunt for Red October 

(Hlntemlo) 

Tons of Extra Subs 


Select Any Wortd 

^^®’y“°'lhinHuntfotHed 

October press Button B SHbu ^ 

and thm Right duhng the title satS. 


Rickie Cubi 


Hunt for Bed October 

(Came Boy) 


Use the fobwlrig pap combinations to 

begin With tons of weapons' 

I ^beginwis, 25 Simulta- 

neously press Buttons A and B, and then 

press Select, Up. and Down 
To ^iOMth 25 Missiles: Simultane- 
ously press Buttons A and B, and then 
P^®ss Up and Down 

^inj*25UnitsofCalivation 
^ Fuel: Simultaneously press Buttons 
Rigi? ®®'“t, Le#, and 

only use one of these cheats per 


Use this trick to earn a huge supply ol 
extra subs. Hit Start to Pause ytwr game 
liiTas the number of subs y°u J* 

Jibes zero. Now, enter >he^P 

code; Button A Button B, BeM; 

S two times. Right, Select. B, A B tw 
times and A Vyhen you lose your nert 

sub the number of subs left “ 

- ,:ii ifst Hnywn in an 






BiaeUgMningliy'’x) 


924,000,000 


lunatic bonus. 


jbbyMenifl, Spring 


^xtra Lives 

To snag f/ve extra lives in Ms Par 

^1" a normal game and ty the* 
tarng tricfc Pause, B,B baa! 

'WnnI.B.B.B.AAA.Opta 

correctly you II have fiye extra (yes! 


Irvington, NJ 


SpKmi) 

in ^ ^ \/ou _ s\ic^ down 

tineeodo^ ^ . r\ 


I Uidiey Mouse; CasUe of 

I s umsh -m 


Uvd 1-1: To find Level Ones secret 

J pas^ge iomp down tan the second 
I angled ledge and go underground TTie 
I tiret passageway to ttie left has a false 
which Mickey can pass through. At 

I passageway there's a va- 

I nety of bonus goodies, 

I an identical secret 

I passageway, just before you go under- 
I ground. Proceed just as in Level i .-j and 

you II find another false wall and goody 

ronm tr-^y 




Hedgehog 


Sonic me 

(genesis) 

OefeatOie 


. Green Hw ion 

„l„Ehc)d^ „ 

jfttobashHm. 


The Hedgehog 


Sonic 

(genesis) 


Collect AH of the ft, 


MartCh/mWuJr-. 


I Some The Hed^hog (Genesis) 


Secret Hidden Room 

1 There's a secret hiddeh room in the Gm 

1 Hill Zone, Ad 3. Worts Sonic thrtwh te 

I ie\/el until you reach a solid wall. You 11 

1 know you’re there when you can't move 
ahead without bouncing on the bumper. 

I Instead of bouncing over the wall, break 
! through it. Move Sonic back so that he 
picks up enoush speed. Right wore 
Nte the trail, push Down 00 the directional 

pad to cause Sonic to spin. If you're going 
I fast enough you'll break through the wall 


and you'll notice a secret SP®*, J^^aW yWn'fly Wck to the top of 

^el to co*^ 


CMS comm, mism Pari,, lir 


you'll note sixMonitorswithatotalofdO 




James Pood iGenesis) 


Here are four warp zones for James 
Pond. Remember lhat you must snag ali 
of the items in each level to enter the 
warp zone. 


Misson 4: Go to the dartt water area sur- 
rounding the Ship. Look for a long ledge 
to your left. Go to the middle of the le^ 
and push Down to warp to Mission 8. 

Patrick Primeau, Ontario, Canada 


ftocketeer (NhiieMio) 


^g!c of Scheherazade 

tHMendo) 






Hay TW 


fOArtendM 


Ihilimhed lives 


your house. On the left side of the tube in 
the middle of frie ground push Down to 
warp to Mission 5. 


mrp Zones 


Mission 1: There are tvw> warp zones in 
Mission 1 . To enter either you must first 
free all of the Lobsters. Once you've 
freed them move to your far left between 
the wall and your home pipe and push 
Down in the middle of the ground. This 
warps you to Mission 6. The other warp 
zone is also to the far left. You’ll notice a 
litBe ledge just out of the water Stand on 
top of it and push Dovm to warp to Mis- 
sion 11. 

Mission 2. Once you grab all the items in 
Mission 2, return to the tube that leads to 






(HmtenOo) 


window and shower yoS^ 


j '<‘*«n>tolheKing 

i ""9 and two 

I "'^"resttersans Still fiqWnaw^ 

^ ty this M:Tm,tt«, STS 

KttJandtap^Up 

I I. Nat, press' 

■^Pabnerino j;, tofl&wm Aw 


SIridler ffimesis; 

Crf Pennaiieirf 


1 Here’s a trick that enables you to gel 

peimanent robots. Grab two rdwts - 

1 two bkjcks of your life bar should be red. 
I Now, sooner or later you’ll come across 
, a container that has the robopanther. 

Open it but DO NOT touch it! It remains 
curled up in a ball. Now, get hit on pur- 
pose so that you lose a robot. Next, 
activate the robo-panther by touching 

it After you play for a short while tiie 
I robo-panther will go away and leave 
you with tv« robots! These robots 
I wont leave even if you die from hits 


Game Genie Codes: 


Super Mario (Nintentio) 

I Codes Utr Strange Rrebails 

Super Mario lOAULT = 

Rreballs explode in air. 

I Super Mario GXAULV = 

Short range fireballs. 

Mitfi Demand, Manhattan, KS 


' RC Pro AM (Nintendo} 
I A Handicap Code 

RC Pro AM KSZZEG = 

I Handicap for RC PRO 

I HU(eDemoad,Uaidiattan,KS 


Chip ‘n Dale: Rescue 
I Rangers (Hmtendo) 

Give the Ghipmuidcs a 
Spedat Attack 

Chip & Dale XPAGKX = Special Attack 

I Mike Demond, Manhatlan, KS 


Teenage Mutant Ninja 
Tkfrifes; The Arcade Game 
(Nintendo) 

Here's a tew wild Ibrtfe Codes 

TlvINT II YLTEAG = Handicap 
TMNT II SZPYXl = Freezes fire in first 
level. 

TMhfT II IPGATO = UNUMfTH) lives 
and score for player 2! 

Mike Demoad, Manhattan, KS 


I they’ll return when you begin your 
next life. The only way you can lose 

them is by falling off the screen or \ Stom7Ross,n3verseCity,M 

I by using a continue. 

Steven MH, Sophia, NC 


Power Blade (Nintendo) 


Sound Test 


\ To check out all of the sounds in Pow^ 
1 Blade simultaneously hold down Select 

and Upper Right on Controller 1, and 

Button A, B, and Lower Left on Con- 
troller 2. While continuing to hold aim 
the buttons press Start on Controller 1 . 

Joel Courtney, Las Cruces, NM 
Nathan CaKen, Cktcinnali, OH 


TVPEO 1 
TVPEOg 
TVPE03 
TVPE04 
TVPE05 
TVPEOg 
TVPE07 









H/Sariifnfe (Lyttx) 

I Beat the Red Baron 


Here are the passworcfs for each 

J in the Firet and SecorxJ 
I Quests of Air Fortress; 

I First Quest 
I Stage iI8TA 
I Sfage3:KA9I 
I Stage4:6KAJ 
I Stage5:8NYU 


Fatal Labyrinth (Genesis) 
I How to Get the Punch 


Stage &2APP 
Stage 7: OS85 
Stage 8; SUGA 
Second Quest; 
StageZllNA 
Stage 3: SAJI 
Stage 4: TOBI 
Stage 5; NDA4 
Stage 6; MAIK 
Stage 7: DOMO 
Stage 8: 7NDE 


btobiii’ (Nmteado) 

Warp Zone 


You can send the Bed Baron MO a 

manent nose dive. Fitsl select imlmW 

1 darnaoe, 200 rounds of ainrno, no colli- 
sions, unlimited men if you'te not good at 

landing, and a dueling start Oice y™ re 

1 in the air, fire your machine guns at the 
Baron. Alter he fte by, isaste yoiJ^ 

1 munition on purpose. Nei«.land^Wdiie 

your men ate trying to fK your plane, the 

1 Baron Ml crash tyring to shoot you on 

I thegroiJid! 

] ThomSt MiBand, 7 X 


To get “Punch,” a powerful but utxkxu- 
mented weapon, go to the Options 
screen and choose the “Weapon" icon. 
Then discard 1he weapon you are 
equipped with. You can pick it up again if 
you want to. 

Mymenia(,fe^eandP^IL 




Pemer Blaile (HInlendo) 

Sound Test 

Check out all the sound effects in Power 
e by holding upper right on the direc- 
tional pad and the Select button of Con- 
troller 1 and lower left on the directional 
pad and the A and B buttons of Corv 
toller II. Press the Start button on Con- 
toller I to bring up the soiirxj test screen. 

Use Up and Down on the direction- 
al pad to move the arrow icon next to 
the sound you want to hear. The A but- 
ton selects the somd, the B button 
sit 


BIP .^11 1 


BCT BEAoy PSR RZVER 
MARP ZeNC I 
T«EN PRESS R BUTT©N 


On the first river near the waterfall thereba 
whiripool that is a warp ajne. Save up 

ya/ Caris to shoot the sticks blocking the 
vvhirlpool arxj then head to the warp zone. 


/ 









Use th/s Jr 
'''^’enever' 


extra ma 

* bw. jusf 

^«Su«o„Afo, 

^»nes,et«a,B 

Busoni 

as many 
Iwng tie game. 


(f^nteatio) 


f^'''»ra«i»iefimt thee lev 
*'*'^'=«Mpasswrt '“■ 
222 2222 2222 2222 

St3T£5£s 


Stoimlonl (Gaiesis) 

Mbrenme 

KtimeisgellingligWiiia^ilicul 

le«jlallyouha»etodoisPa« 

your game and ttwi hit Button E 

I Button A three times, Button C, 

three times, and Button A three 

1 times to reset the docW 


Tired of the terret you’re txi? To skip ahead 

lust hit Pause, Button C, Button B Jrw 
times. Button A tour times. Button C tuio 

times, and Button A four times. You can 

repeat this prasdure as many times as 

yilke during the game - all the way up 


j"'*®** tty this «ck, 

fttttereenprEssLeft, 

'’I’if*' ^P’ 

. Left, «J Start, 


UigMaiHlMa^(eeiiesis) 
ChmDom! 


1 Heieh a way to feed your entire party - 

I without buying any food! No, It’s not a 
1 miracle. All you have to do is go to yrour 

I command screen, select Shale and then 

1 Food. Repeat this procedure several 
I times and your entile food supply in- 
1 creases. You might even end up with 

I more than 40 units! 

1 John Stone, Denver, CO 


r Go! Goll^k (Game Bor) 

I Begki with Semi Extra Vehid^ 

1 To begin with seven vehicles instead of 

I three use the fcrttowing code; During the 

title screen hit Lirft, Up. Right, Up, Left 
] Left, Up, Right, Up, Left, Up, Right, srd 
I Start 

I Dave Wanen, Omaha, NE 





PiloMngs (Super HCS) 


first green soldfe 

irf* tattle wst, him owjT 

- fa* keep on coming 
■i;Fore»e,y,00soldiere 
>t* fan an extra life. The 

number of iJves is 13, 

^'*o»7i«7to ca 


^^'VCbecka 
' works; 
ABC D 


Level 4: Aj' 

B4/P, DJ/H, 
Level 5; Al/ 
B4/H, D2/H, 
Level 6: AVI 
B3/A, B4/H, I 

LeveJ7(Aj/)j 

B4/H, Dl/H, j 
Level 8; Al/H 
B3/A, Dl/A, n 
your name 


Rotion 
A = Axe 
B = Heart 

For example; C2/A - An a 
D osifon '^^-^Axe 




NHL Hockey (Ceaesls) 

1 Faal Rauml I’assimeds! 


Prt« Slwl to«*V 


Make a power play for the Stanley Cup 

I with these passwords; 

Boston vs. Vancouver 
H5MNCCBX4L4H73Z7 

1 Los Angeles vs. Buffato; 

1 G757ZSVP2W8VW02 

I 


Stages in frie game. 

Level 1: 985206 
Level 3; 394391 
Level 4: 520771 
Level 5; 108048 
Level 6; 400718 
Level 7: 773224 
Level 8: 165411 
Helicopter 2: 882943 
fniKlsllbo,SanUaleo,Ci 









Jteasure Master INintendo) 

I So you wanna' win it all - Die Fantasy 

Concert, the Sports Spectacular, the 

Fantasy Game Ftoom, the $10,000 bucks, 

or the Super Nintendo. Alright alteadyl 

Your pals here at GamePro have teamed 
up with American Softworks to give you a 
little help. Each month we'll be publishirig 

a tew clues to heip you help Scooter win 

the prizel (If you don't know what we're 

talking about, look for the American Soft- 
works ad). 


I Genera! Hints 

On the day that each secret password IS 

announced, the first group of players to 

1 reach and beat the sixth wwld will become 

I the contest winners and the true Treasure 

I Masters! Since you've always got to start 

I the game at the beginning, it’s extremely 

important to pAay in a slow, steady manner 
I conserving both your number of lives and 

energy. One too many mistakes and you re 
I right back where you started from. 

The key to winning is to ‘'masteh' 

I each woitd in the time you have before 

I the final contest, concentrating on getting 
through the world without loang energy 
and finding every single extra life. Draw a 
1 map that shows which direction to go 
and what tool to have ready at what time. 
Before the contest begins, share informa- 
tion and tips with your friends. There are 
plenty of special techniques to discover 
which will aid you in the tougher sections 

of the game. Having one person watch 
while the other plays is a great way to ex- 

I pkxe fre game and create your map. 

Two heads are better than one! 

Once you’ve beaten the first five 
worlds KEEP PLAYING AND PRACTIC- 
I ING. beating them isn't enough. You 

must be able to complete these levels 
1 with very little kDss of er^ while picHng 


up as many extra lives as possible snce 
the sixth world will be completety un- 


Th'is is the only way to reach the pool. 


known and you’ll be exploring ft for the 
first time. Take your time in the final world. 
Everything you learned in tiie other worlds 
will help you here (if you've mastered the 
first five you can work you way back to 
the Treasure Worid fairly quickly if you lose 
all of your men). . 

Tip 1: Here’s how to gain the first of the 
three extra lives to be found in World #1 . If 
you place the bomb against the far right 
wall (see picture) it will blow an opening in 
the wall. 


Be quick, the fuse is just long enough to 
altow you to get from the Bomb Factory 
to the wall if you huny. 


Tip 2; The Bow and Arrow are located in j 
this hidden room. You'll need a Bomb to 
get in. but where to place it and what the 
Archery Set is used fa are things you II 
have to f'gure out on your own! 


'Arm 





Sm' 9“"9 to need this Hard 

Hat! In order to swim the requirud dis- 
tance, you’ll need to find and select the 
•'* 'Tank 

filled with oxygne, pump Button B while 
TO m swimming. This keeps your oxy- 

3en teup/ firtm ^ 


?^'^'«tatostayastepaheac 
of te Dragonflies in order to move to the 
next world. Try to luie them slightly to the 
before making yoar firat jump, They 
only c^ you one energy unit if you touch 

them, txit you II need all the energy you 
cangetforthenexlworfd-sobecLtuI! 


a the Transporter that leads 
xanus game and your second 
you have to do is figure out 


up 4: Once ytxTye grabbed the Hard Hat 
toe COM way to leave the platform is to 
^ “It, not jump. If you’ve been here 
oefoie, you know the reason whvi 


IIP Id You II find many different tools 
the vaitous worlds and all of them are 
PO^- However when you’re not usi'r 

[HTOularM,(likeaKeyortheEmer 0 

cy O^gen) you should always keep thi 
Hoots w the Ray Gun selected. That w 
TO II always have a weapon leadv 








l«M 




V* ♦ 



Bank’s Revenge 
(flirtioSraf«-*S> 


Hot Springs 


GratBusUI (Super HES) 


Uax Op mur Credits 


.Mnal the beginning of » 

Wtolii Three) iusll»nceo 

jwFlotBl and bonk tte 

urtii you teach the 1-Up at 

p of the scteen. 


StesSerOuan 


I’awer-Up 

HeieSj how to power-up with all of 

weapons: Pause your game 

™P^Up,Up,Dowh,Down, 

Left, Rght, Lett, Right, e, A and 

theii un-Pause. Remembei; 

^’ve got to use the Left and I 
Right buttons on the (op of the I 
»ntro| pad for the trick to vvork. I 


' ^ ^ Kona- 

mi tnck (Up, Up, Down. Down Left 
Right, Left, Right, B, ' ’ 

ery Konami game. Tr 
you’ll explode when ; 
fhegame! 

f^Fox, Lorain, OH 


Bonk’s Revenge 

(junx) erafx- 1 S) 

unniK Hound Sneokfe^ 


I in King Drool's p 

I crush you into a 

I a crap, you can f 
I iecf blue hearts n 
liwisi In the water 
and use the crab’s 
avoid piranhas ant 
SbsherOuan 


taiace, falling walls will 

crabby mini-Bonk. As 

fitrnto crevices to col- 

Ttd hearts, and tree 

; tunnel, get Battened 
a swimming speed to 

drnines. 


to practice alt of the boni^ J 

gonk’s Revenge, all you hav 

rtoedtokyseWmenu 

proiis and bold Button II aiv 

SiasherQwn 



I Kickle Cubicle (Nintendo) 

SpeaalGame 


I To play a special WcWe Cubicle game try 
1 the foUowing: Before turning on the pow- 
I er hold Down on Controller 1 . Next, 

I power up your NES - your scre^ will 
1 go white. Now, press S^ect! 

I Dstren Spailiont, B, C., Csnads 


I GoUea Axe (Oenesis) 

Nine Credits! 

I Use this tip to begin a one-player game 
I with nine credits in reserve. Select Ar- 
j cade Mode, then press and hold down 

j the Left Diagonal the directional pad, 
I making the warriors spin continuously. 

I As you do this press buttons A and C 
j amultaneously. RnaJly, let go of every- 
I thing and press Start. You'll have nine 
I credits instead of three! 

I Brian Johnson, Onbnh, Canada 


Mercenary force 


1 then simiiltaneojsly press Up. 

W 

i number of tie round you want to 

\ s# back and n» and away you go. 

1 


r Battle Unit ZeoOi (emie Boy) 

Stage Select 


iteiida) 

ineted ^ m head 

ires.Fromthe ^ ^ 

one screen you’ll be ) 

tee. pres Start I 
®“^^«towedtryUp^^ 
hControtter^ ^^,33 Retry, and | 

,oContio>raf back in tme to a 
,ou1 be 'rer®°ti w cash. How««' 

pri'^Uafe'S'ite same button. 

tyHaul 


I (Game Genie -Nintendo 


Toadaily Cool Codes! 


To begin with 9 lives; PENVZILE 
For infinite lives; GXXZZLVI 
Super fast punching; AEUZITPA 
Mega Jumping: EYSAUVEI 
Begin on Level 6: TAXAALAA 
Begin on Level 8: AAXAALAE 
Begin on Level 10: ZAXAALAE 
Begin on Level 12: GAXAALAE 
T^tese cool code updates are from 
Camen'ca! 


1 To choose any stage and have invincibility 
1 to boot w^ until the intro music during 
I the title screen ends. Next, simultaneously 

1 hit Down, Button A and Button B over 
and over. Wait until you hear the same 

1 number of musical tones as the stage 
j you wish to play (i.e. if you hear foij 
J tones you can begin on Stage Four) 

1 and then hit Start. To see the game 

I end wait until you hear six muacal 
I tones. Now you’re set to play through 
1 the stage you've chosen wtttr an in- 
I vincible fighter. 

1 Keith Barnes, la Joaa,Ca 









I Expectations for the sequel 
to the immensely popdai 
Castievania senes on the Su- 
per Nintendo with its 16-bit technology 
and giaphic capabilities are understand- 
ably high. After putting Castievania IV 
through its paces, this reviewer can un- 
conditionally guarantee that not only will 
all expectations be met. but they will be 
shattered! No predictions, no hype, the 
year's best actbii adventure game fa 
any game system has amved! 


if you're lucky, Dracula^ private inner 
chambers for the final battle! 

,^-'%teran Castievania players will ease 
tajp me gameplay. Simon has only a cer- 
tain anx)unt of health units and time to 
finish each level, Your primary weapon is 
a Whip, but thee are plenty of opportuni- 
ties througlxxrt the game to find special 
weapons such as Battleaxes, Holy V\fater. 
E)aggers, and even Secret Potions. Blow 
art candles to reveal valuable Heats, 
which determine the number of times 
you may use a speaal weapon. Also 
available in hidden spots throughout the 
game are invaluable food items which re- 
store Simon’s health units. 


FROTfP: Candles reappear wheneser you 
reenter a room, so ^d up on Hearts be^ 
fore you go into batOe! Special Items do 
not regenerate. 



SlnwnSays 

Once again, you take the role of Simon 
Belmont, heir to the vampire-hunting Bel- 
mont lineage. Legend lias It that every 
100 years the forces of Good mysten- 
ously weaken and dlow the forces of Evil 
to gam a foothold on Earth, The peace of 
the countryside has been aiffted by evil 
einanations coming forth from the de- 
serted castle atop the mountainside...the 
same castle vvhere yoa ancesta Treva 
Belmont defeated evil incarnate. Count 
Drocula, over 1 00 years ago in Castieva- 
nia 111 for the NES. 

Villagers whisper that they have seen 
the undead walk the night, and some 
even swear that they have seen d’ 
Redlips himself! It is Simonas destiny to 
venture mto the castle to find out if Drac- 
ula has irxJeed returned, and if he has, to 
temmiate him once and for all! 



A Monster Mash 

Castievania IV is a massive eighteeivlevel 
nxmster which features non-stop action! 
Wind ya* way through the lushly illus- 
trated mardies and forests of tlie village, 
the ma?e-like caverns of the castle, and. 



i . : . ~ 1 All your favorite monsters and 

• ' ■' " ghouls from the previous Castievania 

games are back, including zombies, 
floating eyeballs, flying Medusa heads, 
and haunted suits of aima! Fortunately, 
they haven't learned any new tricks, so 
the same tactics and strategies that you 
used before work just as well here! 

- — — amon, however, has a couple of 

■■ ■ — J useful new moves. The most important is 

PffOTlP: Crac* your whip at all wads, stair- yy^ip v^ithout having 

cases, and brkks to reveal valuable hidden 

Items! 
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BAMIPID’I I.N.il.T suit 


Mirck 1182 




Gruesome Graphics, 

Scary Sound 

IlTe graphics in this cart are extraordi- 
nary! Clearly, the Konami artists took the 
time to take Hilt advantage of the SNES’s 
16 bit technology. Every screen is so rich 
in detail and vibrant colors that it's worth 
your time to hit Pause and study them 
properly. The character graphics are all 
sharp as tacks, and the sprites move 
srrxxJthly without any flicker. Castlevania 
IV throttles the SNES's ability to produce 
multiple ind^)endentiy scrolling layers of 
graphics to the max, creating extraordi- 
narily realistic depth. Konami even pulls 




PBOW: Flick the whip when you fyce a 
swarm of enemies. 


to wind up for a full-fledged hit. This 
move provides the most firepower in sit- 
uations where ttie envies come at you 


fast and furious. Simon can also wrap his 
Whip aound certain wall mounts and 
use it to svwng over obstacles! Why fight 
when you can fly? 

PROTIP: It^ better to leant Oie Medusa 
heads’ pattern and dodge them rather 
than try to take them “head” on, ^nce 
they alvays appear whenever you can be 
ea^ly knocked off a ledge or Cheese! 



off some radic^, almost unbelievable ro- 
tating background effects! 



77i£$ dizzying 3-D rotating background has to 
beseentabebdleved! 



Hang on for dear life when the entire screen 
rotates 90 degrees! 


Awesome, full-bodied, non-comput- 
er sounding music and eerily real sound 
effects provide a deiicbus icing to this 
video delight. From frie opening title 
screen's spine-tingling wolf howl to the 
pulse-pounding soundtrack of the final 
battle with Dracula, Castlevania IV hits 
you right between the lobes! 

A Graveyard Smash 

Run don't walk to drive your stake 
through Castlevania IV! An action adven- 
ture teat that will appeal to gamers of all 
ages and ability, this cart should be on 
the top of every SNES owner’s holiday 
wish list. And while you’re writing that 
down, this reviewer will make his own 
wish: Castlevania IV!! 


GamePro’s Game Rating System 



Graphics Sound Gameplay FunFactor Challenge 


Castlevania IV by Konami 
Price not available 
Available Decendter, 8 megs 


GAMEPM'S S.W.A.T Guile 


Marek 1112 
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latest console cart, Super CasUevanla 
IV Give him a leg up on the Transylvani- 
an terrors witti these tips. 


Whip the Bosses! 

Check it out felbw vampire hunters, here 
are some pointers to help you drive a stake 
tfirough these tough boss creatures. 

BOSS t Duck on the left platform and 
whip or throw daggers at frie Skeletal 
Knight's rrxxint. When the Knight sets out 
on foot move in. run under his jumps, and 
whip him 'til he crumbles- 
SOSS 2; EXjck and whip the Medusa's 
snakes and her body at ttie same time. Keep 
it up and you’ll send her back to the grave. 



BOSS 3: Stand on the middle platform arxl 
whip the twin Dragon beasties in the head. 
Jump away wrhen they open their mouths 
to avc^ breathing devastating fire. 

BOSS 4: Hide behind the ledge and whip 
the skull head right between its eyes. Look 
out for bone missiles from the sky! 



BOSS 5; Toss axes at the Stone Golem's 
head, and dodge out of the ceiling’s way 
when it comes crashing down bit by bit. 


BOSS 6: Whp and move, whip and move 
to de-spook the Level Six boss spirits who 
dance around the screen. Keep your dis- 
tance when they launch spears at you. 



BOSS 7: Duck under the Axe Battler’s " 
flying blade and whip him square artd solid. 
Leap when he pounds the ground and 
sparks shoot out from his axe. 

BOSS a Give Frankenstein a few whipper- 
snaps in the fece, then run when he 
stomps down blocks from the ceiling. 
BOSS ft Stand directly underneath the 
Vfempire Bat and whip it from below. When 
it splits into mini-bats, move away and 
whip them from the side. 


BOSS A: To pull a number on the dock 
tower’s Mummy, stand on the lower-left 
platform and use a diagonal whip. Duck to 


BOSS B #7: Duck arid whip the Trident 
Skele-warrior, then move before he can 
crush you from above. 
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BOSS B Stand on the left pl^fofTn to 
avoid the Winged Demon's breath blasts, 
then lump and whip him while he’s hover- 
ing in mid-air. 


In the second phase, when the Count 
summons fire creatures, diagonal-snap him 
in the head and use your whip to di^Datch 
the infernos. 


LEI/E/. 6-3; Whip the blocks just before 
you dimb the stairs for a free life. 


a 

5 

LEVEL 4-1: Strike the torch above the 
green revolving platform for a Pork Chop. 


i I ) III 






DRACULA: Fill up on hearts for the dg 
battle by collecting all the torches outside 
Dracula's chambers, returning down tiie 
stairs, going back up, aid grabbing the 
torches again. 


During the first phase of combat, whip 
Drac's energy bolts, then jump over the 
two tiny shots and sWke him in the head. 


Potk Chop and 1-Up LocaUans 

Here’s a treasure-hunter's guide to some 
hard-to-find Pork Qiops and extra lives. 


BOSS B #3: Wait behind the left ledge and 
use a dangling whip to block the Grim 
Reaper’s scythes. When the Reaper lands 
and tries to suck you into his clutches, 
whp and leap away. 


Rnally, when the Dracster summons light- 
ning bolts from the heavens, weave ir>be- 
twreen the bolts and give him the oi’ one- 
two: a boomerang and then a lash to the 
head. Good luck! 
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LEVEL 9-2: Get sucked into this wind tun- 
nel opening in Level 9-2... 


LEVEL 3-1: Whip the txwlders in 
Stage 3-1... 


LEVEL 7-2. Look for this Pork Chop right 
at the beginning of section 7-2. 


...and you'll be transported to a specif 
bonus room filled witti goodies and treasures. 


...aid you’ll uncover a hidden room, re- 
plete with catxjles axJ weapon power-ups. 








By Charlie T. Asian 

\ Living here in the good ol' 
j USA, you can count on a lot 
^ of things. You can bet that 
each new TV season will arrive with plen- 
ty of trumpeting and fanfare, and very lit- 
tte dse. You can count on a successful 
action movie having a slew of sequels 
(Rambo 18 anyone?). 

in the video game world, as eadi 
new Christmas season approaches, you 
can look for the latest installment of ftjr- 


ther adventures of Capcom’s titanium 
woncte". Mega Man, in your toy store. It’s 
just like clockwork! 


The RoboSc Cold War 

A mad doctor has a nefarious plan for 
world domination - but before you say 
“Oh, Dr. Wiley’s at it again,” hold your 
tongue! Evil has a new name - and it’s 
Dr. Cossack! 

You see, Dr. Cossack has a bruised 
ego. Cossack has been designing ^1 
these robots for years and years, yet no 
one pays much attention to him. Dr. Light 
is hailed as the world’s great^t robot de- 
signer - after all, he did design our hero, 
Mega Man. Meanwhile, Dr. Cossack sits 
in his Siberia! citadel and fumes. 



Dr. Cossack’s Cftadei 


Finally, Cossack’s brain boils over - 
he sends eight of his most powerful 
robots to destroy Mega Man. Toad Man, 
Bright Man, Dust Man, Ring Man, Drill 
Man, Dive Man, Skull Man, and Pharaoh 
Man are the robot masters you have to 
deal with this go around - and there isn’t 
a weenie amongst them! 


Who’s Uw Boss? 

In addition to the brand new robot 
rogue’s gallery. Mega Man 4 features 


some villains from earlier Mega Man 
carts, such as the Torpedo Fish (that 
show up on the Toad Man and Dive Man 
levels}. Meteors (the little guys with the 
hard hats - that show up almost every- 
where), and Batteries (those green rrretal 
friings that shoot big red bails). But don't 
get me wrong - this aini just a rehash, 
there's lots of new, original foes such as 
frie monster-size robo-hippos ^ the gi- 
gantic missile-whales. 



Huge foes - such as the MIssHe-Wale, are 
ready (o have MM for lunch! 

raOTlPr Mp AnwgA roM/ M m 

the easiest place to start and beaOng 
Ibad Man nets you the Bain Rush ami a 
Bush Marina Ad^itor. 



PBOTP: To defeat Toad Man, stay dose to 
hhnsohecan’tusehlsBaloRi^.BlasI 
him wHh your Mega Buster and move light 
and left to avoid having hhn bad on you. 



PB071P: When hawing Bright Man, try to 
get frozen kimkhak or move huther away 
when hds about to use hb“Freete Rash." 
That waj^ most of Ids diets wM miss you 
and he wont be able to jump on you. 



PBOTP:lnangMan‘swortd,usetheBaln 
Rush to easily defeat the gi^ robot hippos. 



PBOTtF: The best way to defeat OriH Man b 
to bbst hhn wflh the Dive Mbdks when 
hesurfaces. When he burrows under' 
ground, keep fianping and inoving from 
left to light and bock to dedease the 
chance of Idm borrowing ig) under you. 

More Hicks Up Your Sleeves 

Another new element in Mega Man 4 is 
the helpful devices you can find. Previ- 
ously, you only got new weapons and 
devices by defeating a super baddie. But 
two new devices - the Wire Adaptor, 
which enables Mega Man to fire a wire 
up to a ledge or ceiling and haul his can 



tfew toys ~ the Balloon Adaptor and the Wire 
Adaptor, can be had Uyou search carefully. 


up, and the Balloon Adaptor, which cre- 
ates a small floating platform Mega Man 
can stand on - are hidden within the 
game. You won’t have to beat any one 
to get these devices, but it's possible to 
miss them! 
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PROTV: You’K find the Balloon Adaptor oa 
the Pharaoh Maa level; the WlnMaplorls 
oa the Dhfs Man level. 

PROTV: Every Mega Man game has a spat 
or tm where n easy to get weapon cap~ 
soles and energy peliets. In Mega Man 4, 
the Skutts provide the easiest way to hih 
power-up. 

Nuls anil Bolts 

The Mega Man carts form a dassic NES 
series, and NESers have grown accus- 
tomed to their challenge and style. If you 
like one of these games, you probably like 
them all. Mega Man 4 continues the tradi- 
ton - crazed robot baddies, good charac- 
ter graphics, great background art, and 
warped, mechanical music. When you 
have a good game, why make radical 
changes? Capcom sticks to the blueprints 
in Mega Man 4 - guaranteeing happiness 
for Mega Man fans everywhere. 


Mega Man 4 by Capcom 
Price not avaSaMe 
AvaHatde January '92 
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Beat We Boss ‘Bots! 

Robots here, robots there, robots every- 
whae. TVirash ‘em all {in the following or- 


ajH Man: Keep moving away from 
-head and Dust Crush him when he 
rs his shield. Your reward is the Skull 


3. Pharaoh Man; Freeze the Pharaoh in 
his tracks with your Rash Stopper and 
shoot him at point-blank range until you 
win. It’s a cinch, and you’ll earn the 
Pharaoh Shot. 


Adaptor. 


Man; Leap when he launches 
=>lf at you and hit him while blocking 
?K)ts wrth the Skull Banter. Now you 
the Dive Missle. 


4. Ring Man; Jump to avoid his ring 
shots and blast w'lth him with a fully-pow- 
ered Pharaoh fireball. You’ll score the 
Ring Boomerang! 


2. Bright Man: Keep your distance an 
Rain Rush Bright Man tight down the 
drain to win the Flash Stopp©". 


8. DriU Man; Hop around so he 
resurface where you’re standing, 
him full of Dive Missiles to earn 
Bomb and Rush Jet Adaptor. 


Mw: Watch out for his Dusty dis- 
rapid-shoot him with Ring Boom- 
'and the Dust Crusher is yours. 



BiigMl/lanl-Upand 
Energy Tank 


Just after you slide through the narrow 
passage in Bright Man’s worid clirnb 
down the next ladder and hop over the 
moving platforms to score a 1-up and 
Energy Tank. 


Blast the Supf 
tentacles with 
sway from te< 


^ Snail tight between 

' Mega Buster Slk 
slimy bomb blasts. 


Pass the Block Bi 


Drill Man 1-Up 


Enter the following codes to begin with 
the indicated weapons; 

Toad: AS, AS, A6, Bl, D], E3 
and Bright: Al, A3, AS, B^ Dl, E3 

and Pharaoh: Al, AS, B4, C], DI, D3 

and Ring: Al, B4, B6, C4, Dl, D3 

and Dust A1,B4,B5,C6,D1,D3 
andSkuil:Al,BiBS,DiD3,F2 

and Dive: Al, B4, B5, E?, E6, F3 
and Driil: Al, A4, B5, EZ, FI, F3 


mur Balloon Maptor to 

Drill Man’s world. 
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To turn on the trail in Drjii 
amply leap and flick the 
switches. 


[ Pharaoh Man Energy l^nk 


L^nch a Rain Flush miss 
the v^ndo Cofly Creature 
world, 


Springboard off Rush Coil to snag this 
hard-to-reach Energy Tank in Pharaoh 
Man’s level. 


Skull Man BaergyTaiOc 


= ''''»*'“> on « 


top on the firet fkXJT on the way up the 

rg ladder In Skull Man’s work), walk 
ght Oh the second'trofTVthe-top plat- 
om, use Ring Boomerangs to kill the 
ihlekJ creatures, and, finally, grab the En- 
srgyTank. 


Drop down the hole in the second 

I rising-and-falling tide section of Dive 
Manfe level. Avoid the spikes as you 
! fall and you’ll land next to the Wire 
I Adaptor. 
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ByAbbyNonnal 

Hang up those capes and 
spiderwebs superheroes of 
yesteryear ‘cause the bad- 
dest of bad boys, Bart Simpson, is here 
to take command of your post. The litfle 
bug-eyed guy is just in time, too, be- 
cause a mass of tentacled Space Mu- 
tants has just paid Springfield an unex- 
pected visit. 


fm S1MP50NS 
5ART vj.THe 

^sPAce Mutants ^ 


Don’t Have a Purple Cow, Man 

In this action/adventure combo Bart dis- 
covers that five sections of Springfield, 
eluding the local shopping Mall, 
Amusement Park, and the Museum of 
Natural History are teeming with aliens dis- 
guised as humans. The trouble is nobody 
but Bart (via his handy X-Ray Specs) can 
see ‘em. Alas, the Bart man is on his own 
in this one player game, and unless he 
works fast to collect and disguise various 
items such as hats, exit signs, and purple 
things that the aliens are after to help build 
their Ultimate weapon. Earth will fall into 
their slimy graspi 


PROTJP: When you want to fire a rocket at 
something purple, position Bart to the left 
of Ote target and make sure his toes are 
resting on the crack of the sidewalk. 
PBOT1P: Bart ISres a good Hick, maybe he 
SA01/M stop by the theater at show time(s) 
to check out the purple attractions. 


Bart Grows Up 

We were more than pleasantly surprised 
to see how Bart’s cart has matured since 
the early version we saw in the iate sum- 
mer (See GamePro, Dec. ‘90). The addi- 
tion of dozens of new obstacles, ene- 
mies, and items to be recovered cranked 
up tie challenge factor tremendously. 

Spoiled by the prime time animated 
Simpson’s TV series, our expectatons for 
the graphics may have been a little too 
high. Though the horizontal scrolling 
graphics aren’t bad, they don’t knock you 
outta your chair either. On the upside, Ac- 
claim’s done a good job of matching the 
same color scheme that^ used on the se- 
ries and they’ve got Bart^ walk down pat. 
PROW; To successfully nab Level One's 
first Knisty the Clown icon, good for an ex- 
tra lif^ stand at the far left of Hte screen, 
wait for the Zebloid to jump towards the 
right, then use Bart's super Long Jump to 
leap onto the garbage can. This gives Bart 
enough height to reach the ledge where 
Iheiconis. 


PBOT1P; Unless you want to get your bot- 
tom stung by a bee, take care not to jump 
directly in frorrt of the first bush, located 
just past the buildings virith the clothes line 
strung between them. 

Aerosol Express 

Along with his tiree main weapons 
(Spraypaint, a Slingshot, and a Dah Gun) 
Bart can also purchase a variety of ofrier 
helpful items such as wrenches and rock- 
ets, something to use against enemies 
like Sde Show Bob and frie babysitter 
from hell, Ms. Botz, Making the purchas- 
es is simple, it’s figuring out how, when, 
aid where to use them that gets your 
blood boiling - it’s also hatf the fun. 


PB071P: To score Oik 1-up Krvsty, skate 
through Oie obstacle course, avoid Jimbo 
the bull^ and jump into the bushes near 
the halfway point 

Radical, Man 

Bat and his family have come out of the 
starting gates lookin’ strong. There’s so 
much to see and do (don't leave a single 
shrub, ledge, or garbage can unexplored), 
that you’ll, withrxrt a doubt, get many 
hours of enjoyable gameplay under your 
bdt. Besides, how could you resist help- 
ing the king of smart alecs prove he’s not 
such a bad guy after all. 






The Singrsons: Bart vs. thence Mutants 
by Acclaim, $44.X, Available now 
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^netrate the Power Plant 

Uso fast thinking and careful mappinq 

to wofk your way through the 

Sphngfield Nuclea- Power Plant. These 

oodes will help you access each level. 

Floor 1; 14 
floor Z 32 
Floor 3; 11 
Floor 4: 41 
Floor 5; 21 

KITIA TIP: Use Maggie’s pacifier In 
pi3ce of the final power rod. 


‘'vat aa§i s OUUieS 

If you’re a Simpsons TV buff ypu'll recog- 
nize some familiar felons back to exact re- 
on the Barlmeister. Stay cod, man 
and use these boss-beating strategics. 

Ndsom Stay away, roll Maggie’s bowling 

and lump when he tosses water 

balloons. 



Ms. Bofc Bust the Babysitter Bandit 

to the slammer by leapng on and 
bouncing her suitcases back in her 


Defeat the Dinosaur 


Tbe Level Five museum is a hall of ha- 
rofs for Bart, and worst of all is the 
Simpson-shorts eating Tyrannosaurus 
Rex. Jump up to the tip-top of the 
ledge, climb his head, stomp on his 
skull, and r^Deat three times to make 
him extinct. 



Sdeshow Bob; Just keep moving and 
stomp his oversized feet when he lands. 
Dr. Marvin Monroe: Doni get zapped by 
his ^ycho-eleclricity bolts and knock him 
on the noggin. 
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^ ByBoogieMan 

\ You flip on your TV set and 
'I immediately the dark image 
^ of a huge bat casts an eerie 
glow across your living room. This can 
only mean one thing: The Jokerb back in 
town! You’re needed. 

You quickly put on your black cape 
and cowl - and pick up your Genesis 
control pad. This time laughing boy is 
yours! 

The Oatk Knight Returns 

The Gaped Cmsader’s chased the Joker 
through the NES and the Game Boy, 
now he ted<es on the mad masts' of 
homicide on the Genesis. Batman by 
SunSoft is a great action/adventure cart 
where you hunt the Joker through seven 
thumb-numbing levels to wipe that crazy 
grin off his face. Much of the sideview 
multi-scrolling action is reminiscent of Re- 
venge of Shinobi, ESWAT and Shadow 
Dancer, but in addition to the gen©-al 
jumping, punching, and kid<ing action, 
Batman also sports two horizontally- 
scrolling vehicle shoot-em-up stages, 
vfi\ere you guide the Batmobile and then 
fly the Batwing. 


The art of stovimg in the Fhigelheim Museum. 


Bat Looks 

This is a gorgeous cart that features the 
same dark look and gothic cteepiness 
that gave the movie is unique style. In 
fact, this cart follows the movie in several 
ways. The storyline is straight from the 
film, and ttie seven levels of the game 


PROTIP: On Level 1 save your Batarangs for 
the Boxer boss, then use them att. But re- 
member you can’t damage anyWng Bit’s 
otfsae&i. 

PROnP: Batman's tlefensive stance (boU 
demB)sbB>s just about every regular 
fumcb or shot, incMiag laser blasts, but B 


youlrytouseitasyoustanBtoe-to-toe 
vBthBaiooka men you’ll take a hit. 


The ‘Man's moves ate similarly scanty 
- a regular jump, a crouch, and an aerial 
somersauft - but tie/re enough to get 
him out of hot water. He can also pull him- 
self up out of tight spots with his unique 
Grappling Hook, which he fires directly 
over his head to latch onto 


take place in locales Batman movie fans 
will recognize such as the Axis Chemical 
Factory and the Flugelheim Museum. 
There's a ^ick between-levei sequence 
that’s straight out of the flick; even the 
cart’s Vicky Vale looks like Kim Basinger 
Levels 5 (in the air over Gotham City) and 
6 (mside the spooky Gotham Cathedral) 
are exceltent. 


Coot CrimeHghSag 

Batman has more than good looks going 
for it. The overall combat is murder, and 
the vehicle stages add an excdl^ mix 
to the action. 

Batman’s fighting technique is lean 
but mean. He's got a nice str^ht punch, 
but his citxjch kick is best against most 
foes. You can quickly toss deadly Bat- 


Batman’s oeoufMML 

arangs, if you’ve got 'em, and tiiey have 
unlimited range. When the Batmcfoile a 
the Batwing takes over; you get machine 
guns and guided missiles, too. However, 
the supply of Batarangs and missiles is 
limited, and you must replenish them by 
grabbing the appropriate icons when 
theyappea'. 





bossSinbadCru^terisa 
real cut up, just rmember Oat you can 
jump over Mm and hit hknbtM behind. JU- 
so, he can’t hurt you when he jiattps into 
the at, but you can hurt him there. 


PROn>: nu can jump up and stomp down 
on some of Ote bad guys. 

The Joker’s Ho Joke 

Tlie Joker’s gang is a murderous motley 
crew. Just the same, one-on-one you’d 
handle any one of them no problem-o. 
How&/er, teamed with the obstacles and 
traps, they’re formidable. In additbn to 
the usual assortment of jumps and mov- 
ing platforms, you must dodge auto- 
lasers, sidestep dropping chandeliers, 
and tip-toe across exploding pipelines. 
Thugs and Sliders beat your brains, and 
Bazooka men and Hitmen blast you into 
Bat dust Axel's got severe axes he’d like 


Jokermobiles mean vehicular homidde. 

to grind - on you. In the vehicle stages 
you drive up against high-tech mecha- 
nized terrors-on-wheels such as Assault 
Tanks, Rocket Launchers, and a Nuclea" 
Power Blaster. Up in the sky you battle a 
tough squadron of Joker-copters and the 
infamous DDID Clown Balloons. 

PhOUP: The Bazooka men on Level 2 iean 
forward right before they Ite. 

PROTf:OnLevM3youcanbeatAxrt, thebig 
axe dude, by ducking down and kicking him. 


PROT^ The Level 4 Grenade launchers fte 
Inanarc. YOu can drive under the arc to 
blast the Laundter. 

This game will drive you, well, batty. 
Level 1 is so easy itfe just a warm-up, 
but then the game gets progressively 
more difficult until you're ready to crush 
your controller. Levels 2 and 3 are decep- 
tively tough fun. The gangsters and the 
traps don’t seem to be hard, but before 
you know it - Game Over! Levels 4 



The Batwhig battles Joker Copters against 
Gotham’s night diyUne. 


(a Batmobile war on wheels) and 5 (aerial 
combat with the Batwing) ate just plain 
tough vehicle stages. Level 6 is a classic 
krockdown drag out showdown with toe 
Joker, but you must re-fight al! the boss- 
es and take on several new cre^. 

You can start with 3, 5, or 7 lives, 
and you can continue where you left off 
up to 5 times. To keep yours^ going, 
you can increase your life meter from 4 
increments to 8 increments, grab Hearts, 
and find a few 1 -Ups. 

The legend Continues 

Batman’s a great action cart that every 
Genesis street-fighter must take on. If 
you’re bats about Batman, get this cart! 

Batman doesn't throw anything new 
at you, but even though you may have 
done it all before, it’s never looked this 
good. Even the music and toe sounds 
stand out. Batman’s a winner. 

Has toe Joker finally had his last 
laugh? We hope not 







Batman (Genesis) 
Ouiekl-UpLoop 


1-Up Loop 


iBatnan (Genesis} 

\ Grab 99 Batarangs in 
\ the Cathedral 

I You can also max up your Batarangs 

1 in the Cathedral. When you rear* 

1 Level 7-2, just before you cross the 
first bridge you’ll see a Batman 
1 at the upper left of the screen. Grab 

I this for five Batarangs. Now. jump 


To collect up to nine lives 
in Batman, go to Level 3 
{the Rugelheim Museum), 
and proceed to the first 1 - 
Up. After grabbing it. jump 
up to the moving platforms 
until you reach the ledge 
under the spiked object. 
Next, jump down to the bo 
tom moving ptetform and 
the 1-Up should reappear. 
Keep repeating this proce- 
dure until you have nine 1- 
Ups. If you run tow on enen 
there’s a heart at the top of 
this area - but be careftjl be 
cause rtls guarded by Axel. 
Ndl Robb, North ffyncouvei 
Canada 


downward 

pling hook to climb up 
the Batman icon will reappeai 
You can repeat this procedure 
until you’ve earned 99 
Batarangs. Now you can easi 
zap frie Joker. 

Jose Zunigas Leon Guanan 

Tolaca, Mexico 


Here’s how to grab 99 
Batarangs in Level 3's 
heim Museum. Go to the 
ond elevator and ride it to ti 
top, When you reach the las 
step keep on riding until yoi 
feat Axel. Now, jump up anc 
grab the Batarang, Land on 
same step and ride it down. 

When you come up again yt 
find another Batarang. Reps 
procedure until you have 99 Batarangs. 
Jason Susko, 1Toy, NY 


When you reach Lijrel 5 where the clows lump auind, 
JO to the secorid platform with the first fiiB-breathing 
down. Fall off the left side of the platfr^ and 1®“ ' p" 
three 1 .Ups. You can repeat this procedure over and over 
until you’re maxed up to nine lives. 

Andy Valenbne, teracW, Pakistan 
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Byftoadmwaniar 

Bezik's back in a boda- 
dous, braTd-new, bran- 
busting adventure! 111© time 
he’s is out for revenge in Bonk’s Re- 
venge, the latest from NEC. 

When we last left our heady hero, he 
had just Slopped the evil King Drool from 
ruling Moortend forever. But old enemies 
die hard: King Droolls back vwith an even 
more devious and destructive plan. Since 
he couldn’t handle all of Moonland last 
time, the evil king's cut the planet in haffl 


paging dinosaurs. Some are so old 
they're just walking piles of bones! A few 
of Drools original minions, such as the 
dreaded Chikkun Army, have also re- 
turned for an encore pjerformance. Dool 
be fooled by the vaguely familiar faces. 
These guys are meaner and uglier then 
ever before! 



Mega-Bonkt 


Each boss is colorfol and deanly animat- 
ed with no visible flicker, When you first 
play, these creatures seem impossible. 
After you figure out their secrets, though, 
things go as smoothly as Bonk’s head. 





PROnPiTtieUiM level end boss (the (lanc- 
ing snow queen) win qukMy put BoiBc on 
Ice unless he stays all the way to the left 
or the right side while she spins. Her vul- 
nerable spot is her head. 



Bonk must stop Drool and reunite the 
two hahres of Moonland! It'S a big job, 
but Bonk has just the head to handle it. 




PROTT: Some of Beak’s most dmifi^ns^y' 
enemies are die “plranha-Urds.”Theeidy-f 
sa/e way to off one of these ftiul dyers Is to 
Jumpupmdhftltfnmbekm. 

As you’d expect Bonk’s got an f 
amusing assortment of level bossesHodT'y 


PBOW: Bonk’s safest attack is horn 
above. Just jump (press Button I) and tap 
Button t once. Bonk wid land head-first 
right on his iriethn. 

Dodogee and the shark- 

Warlik Afiart riding, hook-tossiog 

To get Moonland back together Bonk Captain Hook. - 
traverses seven parto^ levels, b^n g ■ 

Drool's minions as he goes, FCTth gfco fJ^jj^ ■ 

you who missed the first W 

Bonk (a little guy with a BIG head) 

by head-butting baddies. How he uses / 

the head-butt is a matter of personal 
preference. Bonk can jump and hit them 
from bek»r.:;jbrop on them from above, or 
run up to In any case, Bonk's ene- ftV 
mies are in for some real head-aches! ■■ WB 
Unfortunately, this all new brigade of 

lenge sitting down. Drool's recruited j 
some mean-looking prehistoric ailmals, 
including fire-breathing lizards and ram 
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PftOJV: In the fourth levet, make eun Bonk 

E fs the cat-napping cats. It he wafces 
tgi, they’ll tear oat thdr hair trying to 
him! 


Just to mix things up. each level has 
a dWefent number of rounds. So '.vhile 
the first level may seem short, the fifth 
wHI seem like a game in itselfi 

Bonk’s got great bonuses tfxs trme. 
too. Eadi level has flowers that lead to 
one of eight, different bonus rounds. Ihe 
rounds are huge and tfiey’re funny, too. 

In one round Bonk goes fishing - not 
with a pole, mind you. but with his entire 
body! Another is srrnilar to toose “hit the 
squrreT' games at the arcades. 


V.; . 

PB0T1F: In the ’’Iceberg" bonus round, 
don’t try to step. If you do, Bonk wtl fast 
ke^ moving and sMde off an ebge.1^ 
ste^, maintain a steady pace and jump a 
lot! YOullbeailtlnnotlme. 

The bonus rounds are also Bonk's 
key to success. In eac^i round Bonk can 
ean Happy-Faces. If Bonk has collected 
enou^ Faces by toe time he beats an 
end boss, he becomes eligible to ride the 
Monster Train, where each passenger 
gives Bonk something special, such as 
meat 31 extra heart or even a free Bor^ 

BaUAnbitkm 

Bonk's Revenge is an excellent game 
which shows the TurboGraftr at its tjostr. 
Bouncy tunes and colocful diaracters 1, 
make the game fun to play, and the chal- 
lenging. thoii^ not impossible, game- ' 
play makes it erijoysble 'or gamers of sN 
ages and ranges, We can only r-ooe 
that King Drool’s next of kin cames on 
the tradition of oppressing Moonland, so 
Bonk can return once again! 


Gamefrii's Game Rating System 


s Sound Gameplay FunFactor Challenge 

ihwifr's Revenge by KC 
Price not available 
Available August, 4 megs 


The Bonk mtb lira Bnins 

One significant change in the sequel in- 
volves Bonk. The first time he gobbles 
up meat to power up, Bonk looks mean, 
ike he did in his first adventure. But 
when he powers up a second tme. 
Bonk’s head goes bonters! Now he 
does three times as much damage with 
his head-butt, and, when he lands on his 
new noggin, every on-screen enemy 
takes damage! Not only that, but Bonk 
txeathes fiel ’'ifes, tap Button II and he 
spits out flames, frying ^most any ene- 
my 'immediately. 

Meat isn’t the only thing that beefs 
Bonk up. Along the way, he can find 
flowers which enable him to fly! Flying is 
one of the most important aspects of the 
game, as it can lead Bonk to areas and 
power-ups he might not normally be able 
to reach. 


PROffP'. Once you get the hutge! flying by 
rapkRy tapping Button I, search the aouds 
for extra bonus goodtes. 

PROTP: Always test for hidden tiomrs In 
areas that look “too" empty. Todoaqalek 
test, Iwnp straight up and then land head 
first Any flower kt the general ar^wm 
Immediately pop up. 


Udte’ the fHooster-lt^ 

Level-Headed 

Bofilrt Revenge takes place across a 
great-iooWhg, wacky prehistoiic land- 
scape, Each level features a unique 
theme, such as the ice-cold icebergs in 
the third level and the sunny beaches 
and shipwrecked boats of the fourth. 


Mircl 1192 
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h Hatcfiers Hometoim (Wbrtd Six) 

SSL'"*" “* P®Si^ 

Wjre Die apwi-weanng Egghe 

^ Propeller Horet, a 
W as far as possible. Touch 

nde special Monster Trains 
blue hearts and 1-Ups! 


secret volcano 


^tDtM0lahkidmar^lr«te^ 

^ propeller Floret which gives Bor* 

flying power. ^ 


In King Drool’s palace, felling 
cnjsh you into a crabby mini- 
crab you can fit into crevices 
Bine Hearts, Red Hearts, and 
In the water tunnel, get flatten 
the crabis swimming speed to 
r^has and Mines. 


BONUS BflME 


FUOWER BOUNCE 
r»2 CbOUD CUBAR 
RB ERUPTION 
R4 BONKIN6 UP 
R3 CflVe UEAP 
R8.SU1P ZONE 
RV CRVE-VANDAU 
Re PIRANHA UIFT 


a Flower Power 

plants to ch^ig® ^ 


Extra 




Secret Watp! 

Gather 50 or more “Smiley Faces" by 
ttie time you reach the Monster Train 

^ Pnncess 2a Will warp you past an 

^re world. Also, for every Face over 
50 you'll receive a 10,000-point bonus! 


Hot Springs 1 ’Up 

Bounce the first Yellow M » 
springs (Vtok) Three), 
snowflaltes until you reach the 1 -Up at 
the left edge of the screen. 




BySiasherQuan 

1 As the saying goes in 
Transylvania, “a vampm 
hunter’s work is never 
done.” True to form, the edging bfood- 
slurper Nmself, Count Dracula, just made 
sushi out of Christc^her Belnxint’s fiist 
bom arKi heir apparent Soleiyu. Now 
Chris is re^ly peeved. Get ready for BeJ- 
monts Revenge! 


Christopher, includjig grinding gears, 
counter-wesghted platforms, and smash- 
ing spikes. Belmont can c!irr.b ropes as 
usual to avoid some of these and shim- 
my down at super speed in a pncti. 
PftOTP: When you're scmpeiing on faB~ 
aivaybkida, forget about dispatching the 
bats - just ke^ moving and don't look 
dom. 

Whip Out Yer Weapons 

Never foofish enough to Viialk tfie shad- 
ows without protection, Christopher's 
coffin-enshing arsenal is sharper tfwi 




Simon the Wltlpper snapper. 

PROTIP: Most spooks predicate their en- 
trances with a quick wanting, Hke pe^ng 
eyes In the wall or shadows in the river. 
Get the jump on them and strSte first 
PROTIP: Beat Kumalo and NimUer's toast - 
andviceversa. Useyouraxetoblocktheh- 
blasts and score the kill at the same time. 

PROnP: No serpent bothers Chrlstrqther 
Belmont, even If he is Drac’shvor^ pet. 
Watch for the rumbling of the ground and 
crack the whip just as his head appears. 


Quintuple Castle Mania 

If you thought the original Konami black 
and white behemoth was a nightmare, 
wart lil you get a load of part two! Not 
one but five castles contain evils unimag- 
inable by mortal men. You must conquer 
the first four. Plant, Crystal, Rock, ar>d 
Cloud, |in any order) before you raise 
OJCkus in Drac's personal haunt. Just so 
you won't have to go to hell arxf back 
again in one day, a password is provided. 
PRONP: You can continue at the half-way 
point of each castle, but the password only 
works after you terminate the fortress. 

Each castle environment is suited to 
its name, such as the s\vampy organic 
settings in Plant and the wispy surfaces 
in Cloud, There are abo plenty of traps 
and snares out to put the crush on 


ever. His regular lash powers up to a 
rootin’ tootin’, fireball shootin' morning 
star. In addition, he can round up the 
Battle Axe or Holy Vli^ter and gather 
Hearts to drive them. 

PRONP: Whip every block - you never 
know where a Pork Chop, Large Heart, or 
extra life might be hidden. Look for this 1- 
Up In Crystal Castle. 

Whether it's roly-poly eyeballs, men- 
acing mouth-cannons, or screwy skele- 
tons, there are enough disembodied 
body parts to keep your wh'p crackin’ 
and the bones snappin'. Also, watch out 
for bats, dark knights, boomerang bdlies, 
and they'-came-from-the-goop zombies. 
To make matters even gorier, at the end 
of each castle resides a you know what... 
PROTP: After you whack a spider, scale Its 
thread to safety. 

SAMIPRO'S S.N.A.T Kilii • Mirct 1 


PRONP: Iron Doll Is big, ugly, and easy. 
Make mincemeat out of him vdth the whip 
and run under his leaps and finish him off 
after he sheds Ms annar. 

lYansylvania Ulractions 

You gotta love the Castlevania series - 
ilb filled with geat graphics, terrific tunes, 
guts and gore galore, and it fospves 
some truly awful puns. “Stake" out your 
local retailer fa Belmont's Revenge! 



Castievanla R: BeimonVs Revenge 
by KanamI 
Price not available 
Available September 




wtwhecounter'attacks. 

outost IWTl. 


tactcs to trash 


i =E^"=l'"„;^-S^^^lipl*' and lump 




Dracula: »<* 

lace ««. urtil he cW 

^S-aneXuntaOics, 


Secret Rooms! 


Start deep inside Oracis den or access a , fg.-.- j 

soufto test the follovvingpassvvords: , 

Sound Test Heart, Heart, Heart, Heart I — — 

Nir>e lives to Start Candle, Candle, ; by breaWr, 

I ^STJS?' 

Defeated Crystal Castte: Candle, 

Heart, Heart, Ball 

Defeated Crysta*, Plant Heart, Heart 
Heart, Blank 

Defeated Crystal, Plant, Rock: Heart, 


10 enter a secret toom with tots of bonus 
Hearts and -A-eapons, try climb'ng up a 

tope and through the ^vall. Keep an eye 


1 Blow Up the Bridge 


DRACULA!: Ball, Heart, Candle, Heart 


S"c^3hd.hhe«^ 

ifns ah<* ii the ««>deo »*»ay. 





GamePro's Game Raliiig S)sKn) 


Gtapliics Sound Cameiiby FiPactiif Ctiallaiee 


Supersonic 

The Master System Faithful can be 
thankful that even though the flov^ of ti- 
tles has slowed to a tricWe, carts like 
Sonic the Hedgehog make them well 
worth waiting for. Sonic speed, graj^iw, 
and gameplay - you cant touch that! 


PiiOTJP: Thh Level 2 boss Is easy lo beat 
Just stand on the middle platfom, bounce 
and bop Roboinik when he appears, Jump 
to the side platform to draw Ids fks, and then 
Jump back to the middle plattom. Repeat 
this procedure eight times and he^dom for. 


PROTIP: Bounce at least three dmes on 
Level 2’s see-saw springboards to get die 
maximum height when you Jump. 

PROTV: Grab 100 golden rings for a 1-Up. 
PR07TP: Carry at feast one ring at all dmesl 
PROTIP: There's a hidden 1-4ip In Level 1, 
Act 1. It's located In a Palm Jiee with a 
Totem Pole to the right of It 


By Eaith Angel 

'■f evil u. RcAotfik hias 
ua cikxfiied all of the 
' uilteiS inio robots, 
theies only on<; wealic with 
guts, Uie speed, the deterrninatico 
and the ha'i required to stop the 
Doutor arid ti ats. of course, ion- 
ic iheKedgeliog. 

Sonic Boom 

Seelies riidije a r>oii.e ice hinisetf 
via Uie Gsri^, so why rot go 
Ic a i'O^np oil trie MaSlu iys 
tsiii too'f Gei'i«sis ioi'iiij fa IS 
ae probabty '.vondering riow 
ycj can do aii ti'iai great io-bit 
stuff c;i an S-biisysleii: well, 
you ui/i't 'Jo it aii But Se^iu 
cariie M<clty close! 

Your' g^ id tills cart is the 
sa'fii as in ■! e dfeitesis '.'c,’- 
sfen. baitle Hotwlnik ad java 
the lOesr 'jieatuca Also like 
Ge>'iesis dOitlc ii'icio ar,.. StK 
le.els jf iiui'iiv itaiiy and verti- 
cally oooliiny Ighti'B'ig fasl dolicn, eadi 
with two 0 ';L ai >d a bc(^ battle, i he 
grapites are top or the line fo an 8-bit 
Sy stern. And Sc.'^'s tradeniark speed is 
fairly intact in fact, k's just about ihe 
fastest 6-bil gav<e you're likeiy to see. 


Hedgehog Hazanis 

Ihe gameptay witl be as comfortable as 
an old par of ^loes to Sonic fans. Each 
Act Is packed with familiar hair-raising ob- 
stacles, including perilous cTiffs, deadly 
spikes, and cascading waterfalls. There 
are also new obstacles such as see-saw 
spririgboards and a log-rolling contest. 
Sonic rocks and roBs through 
each level, 


PRffnP; If you make if to dre top of Level 3, 
Act 2's tTMCherous wateriaU, you'll find a 
1-Up on the left side of the screen. 

Foiiow the Bouncing Sonic 

If Sorw manages to cany at least 50 rings 
to the end of an Act he bounces to a 
bonus round. In this bonus rourxl, unique 
to the SMS version of the game. Sonic 
bounces his way through several giant 
pinball machines {heb the ball) and tries to 
grab special bonus items. 


PROTIP: Co ri^t at the beginning of 
level 2's boss stage Tou'llflndal-up. 
PROTIP: Sonic can grab a Coirtkm a 
1-Vp, and eimigh rings to earn yet art- 
other 1-UpaHlnone bonus rmtid. But 


'< of the bonus round before tbne runs 
'4 turf, he doesn't earn the items. 


BAMfPBO’S I.W.A.T SDlllC 


Mipci laiz 


sv 








^SpeafyBim 

raidy (or Ihe 

mjt^' Sonic Boom? Here are 

some tips to (Kip 
rtS^aS star hedgehog , d this 


I The Stage 4 boss is easy to btja^ 

pang tough on the le« 

the inissilesanr) blasts (ired by the (htd^ 

die and tight bosses, and then lump arto 

' bash Itielch boss. This mslhod takes a 
.rhile but you vrat loss 4 *3le Sonic. 


Sure you can beat this game by dashing 

I straghlthioughal five stages, b^to^ 
the « ending - you have to gr^ ^ 
I of the five Emeralds. Here'S ho., to gel 

I the i'lis^ four. 


STAGE 4-2: Find tiw fourth E 
second underwater latiyrinth. 


of the labyhnth. at the top of the sc^ 
You'a find an InvindbiTity power^. Grab 
and then head to your right and 
QuicWy as you can. 'tbu H fir'd the fourt 
embedded in 

hasre 'irwinabtility you can y* 

aid without doing Sonic ^ 
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P ' b/erybody's fightin’ il 
' out with Rnal Fight on 
Soper Nintendo, but few 
hai/e actually completed it. So check 
out these fist-into-face strategies. 


Ttm: Vflien big boss Belgefapp^' 

lin punch, then move m 

„n«e3Chmel«reamK- 




nmwt- 


UPttl; Choose Cwr* «. 
best offense 


TiPff4: Slam Bei^ 
out Bie window. 


^OfOmMetnCftyls. 
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SySossAfUsiC 
One good sfcjgfesl de- 
serves atKrther Here are 
some tricks to help you fxrt 
the lat«t Genesis crime wave out of 
cx>mmission for good in Streets of Rage. 


fOAWMn?/ ttari 
^Ofxeagain! 


nPIffi JWpriw to figftiiW i'* 

solid on 

screen OTi 


(oU«*tfte(:aai*8f^ 

BmiSoWIIkKO^ 


nPM-JtanH** 

mad*»9m"^ 

nose-cro^w’SP** 

«f6od/si»n- 


n^lWpeotff^, 
tte mebl 


^XEL BLAZE 

as: 5 sf- II 





INDEX 


Nintendo 

Adventures of Lolo III 28 



21 


12, 19 

Burai Fighter 

23 


10 


10 

Dr. Mario 

8,13 

G.i. Joe 

9 




6 

Hunt for Red October 

19, 22 

Jackie Chan's Action Kung-Fu 

12 

Journey to Silius 

14 


13. 22, 33 

Knight Rider 

12 




20 


12 

Low G Man 

12, 23 


25 


20 



Pac-Mania 

19 


8. 26, 27 

Princess Tomato in the Salad Kingdom 

17 


13 


25 

S.C,A,T... 

17 

Shadow of the Ninja 

3 

Simpsons: Bart vs, the Space Mutants 

11,25,26,46, 47 


8, 9 


10 


27 

Totally Rad 

29 





Genesis 

Batman 

22,48,49, 50 

Castle of Illusion Starring Mickey Mouse.... 

23 

Centurion - Defender of Rome 

18 


10 


13,17 


27 




33 


14 

James Pond 

11.14, 25 


11,20 


28 


9, 21 

NHL Hockey 

29 


11 


15 


14 



Spider-Man 

18 


Slormlord 28 

Streets of Rage 60 

Strider 26 

Turrican 20 

Warrior of Roine 9 

Super NES 

Final Fight 28. 59 

Gradiuslll 17. 32 

Pilotwings ..29 

Super Castlevania IV 29, 36. 37, 38, 39, 40 

TUrtJoBrafx-16 

Battle Royale 26 

Bombertnan 16 

Bonk's Revenge 20. 32, 52, 53. 54 

Boxy Boy 16 

Devil’s Crush 21 

Power Golf 11 

Side Arms 11 

Splatterhouse 8 

Tricky Kick 11 

Vails III 19 

Sega Master System 

Psycho Fox 18. 23 

Sonic The Hedgehog 57, 58 

Game Boy 

Battle UnitZeoth 33 

Castlevania II: Belmont’s Revenge 55. 56 

Go! Gol Tank 28 

Godzilla 18 

Hunt for Red October 22 

Maru's Mission 18 

Mercenary Force 33 

Ninja Boy 29 

Penguin Wars 14 

Teenage Mutant Ninja Turtles 14 

Game Gear 

Castle of Illusion Starring Mickey Mouse 16 

Psychic World 14 

Revenge of Drancon 14 

Shinobi 13 

Lynx 

Blue Lightning 23 

California Games 9 

Ms. Pac Man 23 

Warbirds 27 

Zarlor Mercenary 11 

Game Genie (niatemio) 

Batlletoads 33 

R.C. Pro-Am 26 

Super Mario Bros 15, 26 

Teenage Mutant Ninja Turtles II; The Arcade Game 26 


EIMfMtrs S.W.A.T Cnlfli 


Mirth 1932 


61 




Back Issues of GamePro! The First Issue of GamePro! 



Don’t nSss Any of SieOclion! 

#3 (Sep ’S9J Atari Lynx Pr&riew 
#4 (Nov '89J Connate Super Mario Lanci maps 
(Jan W) Double Dixons I and II 
U7feb "90} Insane Sports Issue HL^ 


Star II, SuperGrafx 
S^ea^cPse^( 
tt9(Apr'90) 
Joystfchs Review 
mo (May 90) Bonk's 
Adventure 
ai1(JunW)NES 
Baseball Games, Dick 
Tracy Excki^ 
m2 (Jul '90) Mutant Ninja Turtles 
ms (Aug VO) Michael Jackson^ (vfoonwalker 
m4 (Sep ’90) Fall Foo^ Action, Game Gerne Prewev/ 
ms (Oct '90) Halbween Games, Castlevanfa III 
ms (Nov ’90) Gremlins 2, Mega Man 3 
m7(Dec '9Q) The Sirrpsons, Handheld Buyers Guide 
m8(Jan '91) Annual Superstar Sports Issue 
m9 (Feb 91) CD-ROM Games, Game Boy's Mega Man 
#20 (Ivtar '9 1) Comrc Strip Games, Mickey Mouse 
H21 (Apr 91) Super W£S Preview, Double Dragon III 
lt22(May91)Batt}etoads, Game (Seer Preview 
H23 (Jan 91) Sonic the Hedgehog, 16-Bit Buyer’s (Suide 
tl24 (Jul91)Basebeilf^iew. TuriooGrafx-IS Buyer's Guide 
It25^g '91) Super NES Buyers (3uide,Spider-Man 
ti27ipct 91) Star Wars, SuperGhouls 'NGhosts 
1128 (Nov ’91) TheAdc&ns Family. Cast/evania iV 


CelebrilyVIileo 
Gamers 

Top Players from TV 
and movies ^rcwyou 
Ih&r^vorite video 
game tps and tacrics! 

SWATHI iFalT 90) 

Packed with awesome 
tactics 
SWAT^2(Jun 91) 

Specif feature on Mega Man 3 
SWATH3(Sep91) 

Specif feature on BatOetoads 
Handlield 'Video Games m Spring 91) 
Complete Handheld Buyer's (Guide 
HancMd Video Games #2 (Faff 91) 
Terminator2, Faceb^2000 
\rideo Games Greatesf Hits (Summer 91) 
Teenage Mut^l Nir^ Turtles 
Cdebrity Vdeo Gamers (Faff '9 1) 

Harlem Globetrotters, Plus 25 Star /n(emews 

$4S5Cadi 

Indicate issue nuntter on order. 


Only a few copies rerrian of Gam^^'SPrerrvere issue. TTists 
the ongioa/and wHI not be reprinted! Complete your collection. 
Get ’&n while ^y last. 

$S.95Each 


Special Issues! 

S.W.A.T., Hot Tips, l^ctics, Passwords 

Tons of killer secret codes, passwords, tridrs, and 
winrHngsiiategies for dl game ^sterns! 

Handheid Video Games 

Power-packed ProViews and santHlating SWW7S 
coi^fipg' all handheld game systems! 

Video dame Greatest Hits 

A coffecfi'cin of GamePm !s ftoVfews and Proflps Hits! 


$3.95 Each 

/rjtfcafeissue numtief on order. 






strategy amlJips Books 

Total fn-Depth Coverage! 

Get the competitive edge with tfiese in-depth strategy books from 
all the top garnets in the ir\dusfiy. These books cover it all! 

GamePro Hot Tips: Sports Games 

The Editors of GamePro $9.95 

GamePro Hot Tips: Adventure Games 

The Editors of GamePro S9.95 

Nint&uio Games Secrets Greatest Jfes 

The Editors of GamePro $9 . 99 

Super Mario World Secrets 

Rasd DeMaria and Each Weston $12.99 

Nmtendo Games Secrets 
RuselDeMa/ia$9.95 
Nintendo Games Sectats, Vol. 2 

Rusel DeM^a and Each Meston $9 . 95 


The Adventures of GamePro tkmicsl 

Get the Complete Story! 


GamePro magazine. R.US: New pages of material ONLY 
available in these editions. $2.95 each; indicate number on order. 
Comic ^IChapters 1-9. Free Huge Wall Poster! 

Comic ti2-Chapt&s 10-15, 20 New Pages. Free Poster 


Nintendo Games Secrets, 
Vd.3 

Rusel DeMaria and 
Each Wesson $9.95 


Secrets 


Nintendo Game Boy Secrets, Vol. 2 

fitse/ DeMaria &^d Each Meston ^.95 


te/Os/^S9.95 

Sega Genesis Secrets, Voi. 2 

fljse / DeMaria and Each Ivleston S9.95 


Games Secrets 

Andy Eddy $9.99 

TM)oGrafx-16 and TiirttoExpress Secrets 

Rusel De!\4aria and Andy Eddy$9.% 

7iirfjoGrafx-16 and TUrtwExpress Secrets, Vd, 2 

Rusel DeMaria and Andy Eddy $9. 95 


GamePro T-Shirt and Pants! 

Hit the street witi) these kllernew duds from GamePro, toe 
feshion capita of the video dimension! You 'll be stylin ’ in these 
100%cotton/ags,madeespeciall^lbru& Lmfedquantities, 
on:/er today! 

Gotta Getta GamePro T-Shirt 

Large andX-large only $9.95 

GamePro Baggy Pants 

and X-large<^ $19.95 

For Canadian and foreign orders add $2.00 per order payable in 
USfundsonly. Please allow 6-8 weeks for detivery. 

For all prr^ts, phase Ml out the amched card and with 

yourdieckor money order to: 


Indicate title and price on order. 


Gam^nwbtcts 

2421 Broadway, Suite 200, RedmodCity, CA 94063 orcaB 
1-800-532-GAME. 
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Evode antj-aircrafl Ria dioosa brtarnd or aatarial 

while dodging MiGt. views of year plaia 

05 you fly. 

Sidewindars, Movaricks, TOW 
onihtank missies • the F-22 
pocks a lelhd poylood. 






r/re i/s 4(f fora kvofi7 ftflve fteiborv 

- anti fca. bc;:‘- ■ 

the f-22 mlil 1994, but the 

mwlfipic 

sec. im;! olr : : >n fo« 

BA Air Force has it todayi Tako (oniroi of 

;• ;•. of the 

Feel fhij -fc::: ■ poll yoi 

...kci’i . . . , sriorlly fightor Ir the firs! 

• ••'• y.v «-• 

In ■ .;- ■■• " tt. 1 to strof 

- *'3! 'i- lor lh ' - G€: t>is. Hit 

•••UDr - 

: -S'/:. > 





irSBARTMANIA 



yA^lami 


FOR YOUR NES AND GAME BOYU 

Ganpaj man! ll’s Bartmania Uiree ways for your ami ® '! lookino for some wiM M ? Tlien help 


save SpripgrieM tom Ihi 
tght for them lives in fe i iTs i ritfm 


for your NES. " For Simpsons'" ants on Ihe go, join * 


look for Bart as 


in Ihet all-new BES'"a(lyenlnre 


It’s all-oul mayhem arounilte 


Homer has his hands full vacationing 
at the Krusty Sphinx but maybe 
Baitman can save the day in 
“Bait vs. the World" 
for your NES! 


asBnmsamlSmilherslulo 


gelnd of te Simpsons' once and for at Don’t tel tal happen... SaveSpiingBeld... 


Save te Simpsons'.’:. Save te World ... Keep 


KEEP 

BARTMANIA 

ALIVE! 


Ironfist Burns has some special 
plans lor his "happy campers" 
in “Escape from Camp Deadly” 
for Game Boy! 


Only Bart can save Springfield from 
the alien invasion in “Bart vs. the 
Space Mutants" for your NES! 




n», GimjBop»i 





^ Morticia has been kidnapped! 

Kidnappers have hidden Morticia somewhere in the 
scan Addams Mansion. You and Gomez have to escape 
hidden traps, and battle scarv' ghouls and gohiins on 
, }our search to find her. Collect the million dollar 
\ ransom, find Wednesda}, Pugsley and the 
rest of the family in your attempt to M 
rescue the beloved Morticia. ^ . 


AllRIghlsRsHi 

THEADDAMS 

FAMILYlogolS! 


NinTendo, 


tui srsrr» 0(eqfl of AiMrlci^ fiic. 1855 O'Toole Avfi., SuUe D-102, 

vjJ SIff I Antrioi, he, WntMOe, OoM hy arf tk* sffidol stab • 





